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WORLD EATERS 


They are the eternally blood-ronked. theirs is a rage that burns 
hotter than a million stars, stoked by the Butcher's Nails pounding 
in their brains and the waxing wrath of the \wmaterinm itself. 
Beneath the whirring teeth of their chain weapons ten thousand 
worlds and more have been drowned in gore. Yet no amount of 
slaughter will ever sate their lust for butchery, nor satisfy their 
bloody deity. they will never, ever have killed enough 


INTRODUCTION 


Greetings, scion of Angron. This gore-drenched volume tells the dark story of the World Eaters Traitor Legion and speaks of 
the bloodthirsty warriors who make up its many disparate warbands. Within these pages you will find tales of tragedy and 
terrible slaughter, as well as the suite of rules you will need to assemble a World Eaters host ready to pile skulls high in the 


ime of the Blood God. 


No other faction in Warhammer 40,000 
possesses the sheer bloodlust and fury 
‘of the World Eaters, Devoted to endless. 
slaughter, these Chaos Space Marines are 
fanatical worshippers of Khorne. Fach. 
of their number have embedded within 
their brainstems archeotechnological 
devices called the Butcher's Nails, which 
hammer in their minds relentlessly, 
driving them to deeds of unmatched 
brutality. The power of these devices. 

to push their wearers to madness has 
been compounded over many millennia 
by the influence ofthe warp and the 
macabre procedures of the World Eaters 
insane Berzerker-surgeons. 


For ten thousand years, the World Eaters 
name has been a byword for carnage 
and death on an apocalyptic scale. Even 
so, the bloodlust of their most ferocious 
butchers cannot compare to that of their 


ne 


Daemon Primarch, Angron, whose rage 
and martial skill are such that he can 
devastate armies and topple 
fortresses single-handedly 


On the tabletop, World Eaters units are 
devastating blunt instruments, extremely 
hard-hitting at close quarters. For all 
their blood-crazed madness, however, 
there is great scope in how you can field 
them, as they still possess the ruthless 
intelligence of Space Marines. Some of 
the Legionis warbands are no more than 
frothing masses of infantry who charge 
the enemy head-on: others teleport 
hulking Terminators into the heart of 

the foe, while those who maintain fleets 
of battle tanks and transports advance 

in roaring armoured columns before 
bringing chain weapons to their enemies’ 
necks. The World Eaters also attract 
many Khorne-worshipping followers who 


seek to partake in the great slaughters 
‘wrought by the Legioris warbands. Some 
scions of Angron make use of enormous 
hordes of these wretched killers, hurling 
them at the foe in vast tides, The rules 
in this book allow you to capture the 
essence of all of these brutal warriors, 

on the battlefield, including datasheets, 
Warlord Traits Stratagems, Relics and a 
bespoke Crusade system for creating your 
own warband. 


The World Eaters appeal does not stop 

with their play style, for they are a force 

with a highly striking aesthetic, making. 
strong use of reds, black, gold and brass 

~ the colours of their god. You can also 

have enormous fun with blood-splatter. — V 
effects on just about any part of your 
miniatures, as when the World Eaters + 
reach their foes, there is sure to be a lot 

of bloodshed! 


Blood for the Blood Godt 
Skulls for the throne of hornet 
t, in these words, a purity of simplici No devious 
Pide No nl e No ove 
Tage; blood; skulls; death, w| Kind of warrior seeks 
anything else? One who is distracted, weak. 


their armour, contr their blades and drips from their 
‘mouths Feel the ground beneath |Your feet tremble not 


Ste With dismay loro no amount of death satisfies 
their bust for killing, Feel dread when they fight on 
despite a dozen wounds and more, with rocks and 
teeth and bare bands should their weapons become 
choked with torn ment. Know terror when their eyes 
lock with yours. The hatred and rage + Yon fet in those 
bloodshot orbs will be the last things yon ever know, 


KHORNE'S 
LEGION 


‘The tale of the World Eaters is one of me; 


brotherhood dedicated to bloodshed since t 


further and further into the abyss, 


Before the World Eaters, before Angron, 
there was the Emperor. He was a being of 
unknown provenance, arising on Terra in 
a time history remembers only as one of 
terrifying darkness, brutal empires and 
total anarchy. None even then could say 
Who or what he was, and such questions, 
When asked in the 41st Millennium, have 
à thousand times a thousand answers, 
each more outlandish than the last. Yet 
all agree that the Emperor possessed 
godlike physical might, psychic power 
beyond imagining and a mind bordering 
‘on omniscience, 


Itis said that the Emperor gazed upon 
‘Humanity with great despair, yet also full 
of determination that their time of terror 
would end. For him, nothing less than 
a new golden age of Mankind, founded 
upon the ideals of reason, justice, unity 
and honour, would suffice. The Emperor. 
began his great work upon Terra. Now 
known as the Unification Wars, these 
times were long, brutal and bloody. 
"The Emperors armies had to defeat 
countless thousands of techno-barbarian 
nomad-lords, genofused tyrant-kings, 
psybertech despots and vivisector 
demagogues who ruled their empires 

terrible cruelty and were willing. 


to carry out the most hideous atrocities 
without remorse. 


+ © Aste Emperor prevailed against each 
X of his foes, he claimed all the dark 
+ technologies they possessed. He was 
determined to put them to use for all 
- Humanity, knowing that only he could 
create the ultimate warriors that would 
L > Be needed to conquer the galaxy. The 
peror eventually used his spoils of war 


less slaughter and terrible tragedy from 


Angron was one. Each was a demigod 
in their own right, possessed of a 
towering stature and strength, incredible 
capacity for strategy and learning, and 

a preternatural aura of authority. They 
would be the perfect generals, each 

with their own talents and preferences 
Some even speculate today that each 
Primarch was imbued with an element 
of the Emperor's own personality If 

this is true, then Angron possessed 

the Emperors most warlike and brutal 
Aspects; unstoppable and remorseless 
When turned to wrath, his physique was 
capable of enduring horrific punishment 
and inflicting even worse in return. 


‘The Emperor called his Primarchs his 
sons, yet before his plan could come to 
fruition, they were scattered across the 
galaxy by dark, unknown forces while 
still foetal. Determined not to stop his 
grand project, the Emperor continued 


'ery outset. They have been a 


their earliest days, and as the millennia have drawn on, Angron's sons have slipped 


using their genetic material to create the 
Post-human warriors known as Space 
Marines. These he formed into twenty 
Legions - the Legiones Astartes - ach 
of them descended from a different 
Primarch they would come to call their 
father. When the Emperor launched 

his Great Crusade to reconquer the 
galaxy, these Space Marines fought at 

its forefront 


THE LEGION 

Few indeed amongst the World Eaters 
care or their Legionis ancient history 

‘or maintain records from that distant 
time, and those Imperial scholars with 
Permission to research such matters must 
consult forbidden tomes held deep within 
locked vaults. Doing so has revealed that 
the scions of Angron were the XII Legion, 
and what can be learned of their activities 
in the time before their Primarch was 
rediscovered is ominous indeed. It seems 
that the XII were always destined to be 
the blood-soaked traitors they would 
later become, 


The XII Legion were infamous for their 
brutal methods long before they turned 
their backs on the Emperor. Their 
name was synonymous with terror and 
‘on a scale that horrified even 
the most hardened warriors, and they 
were to be found at the forefront of some 
of the Great Crusade's most bitter and 
vicious battles, Masters of space hulk 
purgations, boarding operations, forlorn 
hope missions and mass drop assaults, 
they had few goals in war besides the 
total extermination of their foe, and 
were willing to put entire planetary 
Populations to slaughter. Few Legions 


his work without his foremost creations, 


‘were considered more savage; when the 


XII attacked, they carried their assaults — | the 
and plaything for unc 
| a populace who cared nothi 
| they deemed below them. 


ds of Nuceria’s are 


a spectacle. 
onsters and 
for those 


to victory through sheer courage and the 
fury of their violence, paying no heed to 
the terrible casualties they suffered. 


Over time, the XII developed a reputation. 
for breaking strategic deadlocks and 
securing total victory no matter the 
opposition, and became the Legion of 
choice when the growing Imperium 
discovered a foe whose annihilation was 
the only solution. It is believed that in this 
time the Emperor himself called the XII 
his War Hounds, for their fury, tenacity 
and savagery. The Legion embraced 

this reputation, but doing so came 

with a price; they recruited particularly 
aggressive, competitive and hot-blooded. 
individuals, resulting in the need for. 

an extremely harsh code of discipline. 
Even this measure merely controlled, but 
did not eliminate, bloodshed between. 
Legion-brothers, Rumours circulated 
that the XII slew allies on occasion, 

and they came to be thought of as 
unpredic 


Angron lived in the cells beneath 
Nacerias greatest arena with thousands. 
of other gladiators, At first he was 
considered a novelty by Nucerias people 
and was expected to die like all warriors 
but he never did. His 
fighting prowess swiftly won him favour 
with the crowds and he became the best 


nd intemperate towards 
other Imperial forces, including their 
fellow Legions. As a result, they were kept. 
away from conflicts in which restraint 
was required, and were distanced from 
other forces, The expeditionary fleets of 
the XII became dumping grounds for 
the most dangerous Imperial fighting — | 
units = those that few commanders 
desired responsibility for - including 
abhuman brutes, feral head-takers, 
nibalistic tech-nomads and even 
the most murderous of Titan Legions. 
Drawing these savage forces together to 
avoid short-term problems proved to be 
mistake that costs Humanity to this 
very day. 


SAND AND BLOOD 

After being lung from Terra in his 
amniotic pod, Angron found himself 
on the world of Nuceria. Ruled over by 
sadistic techno-barbarian tyrants, it was 
a place of abject poverty and brutality; 
To keep the destitute masses in line, the 
worlds elite put on an endless series of 
bloody gladiatorial games, each more 
imaginatively cruel than the last. It was to 
AAngron’ eternal misfortune that he was 
discovered by a slaver, who recognised 
the boy as a formidable warrior thanks 
to the xenos corpses that surrounded 
him. Soon, Angron found himself upon 


to 


than red and brass. Still, they were, 


gladiator on the planet. Angron was 
also favoured by his fellow gladiators, 
with whom he developed a strong. 
comradeship. Though the fighters of the 
arena were no more than slaves, they 
had a sense of honour and dignity that 
Angron greatly admired. No warrior 
resented the thought of being slain by 
another, for it was an unavoidable part of 
their realty, and the gladiators afforded 

| each other the respect and decency never 

| shown them by their cru 


At one time the XII Legion. 
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fist shed blood. 


One of many ways in which the high- 
riders ~ the elite of Nuceria 


tormented 
their slave warriors w. 


as the implantation 
of the Butcher's Nails. These psycho. 
Surgical devices were fixed deep within 
a gladiator’ brainstem and augmented 
their aggression to inhuman levels. As 
a being already capable of immense 
Violence, the Butcher’ Nails turned 
Angron into a beast brimming with 
barely controlled rage. They only drove 
his hatred of the high-riders to new 
heights, and eventually he led his fellow 
gladiators in revolt 


Angron and Nucerids gladiators kiled 
their guards destroyed armies and 
burned setlements, earning the moniker 
Eaters of Cities; Though many died, 
they did so gladly, knowing they died 

free. Despite the successes of Angrons 
slave host, they were ultimately no match 
forthe well-equipped armies ofthe 
technologically advanced high ride 
Angrons warriors fought their way into 
the cold mountains, worn down by 
hunger, sickness and striton. knowing 
that death would soon find them, 

There they dug their own graves, ina 
statement that they would gh to the 
Biter end against their former overlorde 
Unbeknown to Angron, however, the 
Emperor was in aahip in orbit having at 
long last found the latest of hi scattered 
xons, and he had no intention of letting 
Angron be killed in a futile con 

As the former slaves and Nueerian 
armies went to do bal for the final 
time, Angron was leported aboard an 
Imperial vessel. He has never forgiven the 
Emperor Por tering him avay without 
mete, explanation or apology leming 
his comrades to die. Angron has been 
Wracked with biter hatred and gl ever 
tice, for betraying his warrior and 


losing the chance to die free, on a field 
of his own choosing, alongside those he 
loved most. 


~~» UNIFICATION WITH 


THE LEGION 

“Ps For reasons lost to time, Angron never 

T pent any time wih the Emperor 1o 

" undergo tutelage after being discovered. 

Ilika many othe other Primarchs 
he spend time leaning from 


already discovered. 


| the sth Assault Company, spoke with 
him at length, managing to reach past the 


| ordered that the Butch 


and remade it in his own brutal image. 


all training was conducted with live 
ammunition and sharpened blades. The 
attrition rate amongst aspirants was so 
high that World Eaters Apothecaries had 
to utilise rare and unstable technologies 
1o induct enough new warriors to. 
maintain the XII strength. Thanks to 
Angroris influence. the World Eaters 


excelled in close quarters fighting to 


| Instead, he was given his Legion — one 


he did not ask for and could not respect 


for none of his sons had fought upon the 
sands of Nuceria. None had experienced 


what he had experienced. Angroris first 
reaction to his new situation was rage. 
His sons, the War Hounds, intially 
rejoiced at the discovery of their gene. 
bot Angron cut down in cold blood 
any who approached him. He only 
mellowed enough to take command of 
the Legion after Kharn, commander of 


Primarch’s rage where others could not. 


Angron decreed that, as those who fought 


with him on Nuceria had been Eaters of 
Cities, so his gene-sons would be known 
as Eaters of Worlds, 


To his new Legionaries, Angron was 

a war-messiah, and in every way they 
aspired to emulate him. They were 
{inspired by the potential for inhuman 
violence that radiated from their gene 
site, as well as his berserk fury, fearsome 
charisma and strength of conviction, 
Angron was, to them, the ultimate 
warrior; he became their judge, their 
general and their king. When Angron 

5 Nails should 
be replicated and implanted into the. 
brain of every one of his Legi 


his Techmarines and Apothecaries did 
not hesitate. Though it took countless 
bloody experiments, they were successful 
and soon thousands 


Legionaries were 
implanted with the Nails, knowing this 
would bring them closer to their father. 
Yet for his part, Angron never grew 
comfortable with the adoration his sons 
had for him, refusing to be called ‘lord’ or 
any other accolade. 


As commander of the XII, Angron 
took an already violent brotherhood 


Failures to conquer worlds were punished 
with decimations in the ranks. Virtually 


| an even greater extent than before, 
mastering techniques taught to them by 
their Primarch, A cult of personal combat 
overtook the Legion to the extent that 
even artillery crews were encouraged to 
lay into the foe with bayonet and knife if 

| granted the opportunity. al differences 
were settled in gladiatorial arenas and 

| the Legionis already stringent discipline 
was made harsher still to maintain order 

Officers whose orders were disobeyed 

had to execute the insubordinate on 

the spot 


The XIF dark reputation became 

ever darker. Their name was linked to 

| slaughter ater slaughter, and Angron 

was censured for the use of the Nails and, 

later, for wiping out an entire worlds 

| population in a single night during the 
Ghenna Scouring. As punishment for 

this deed Angron was ordered far to the 

galactic north with his Legion, before 

the Emperor tasked Horus with bringing 
Angron back into the Imperial fold to. 

| face further reckoning. By then, however, 
Horus had already turned against his 

father, and in Angron he found an 

all-too-willing all 


THE HORUS HERESY 
The World Eaters were one of the first 
Legions to join Horus in his b 
the Emperor. Thousands of V 
d loyalty to the 


Master of Mankind were slain in the great 
betrayal at Istvan III and the XI later 
icipated in the massacre at Istvan V. 
The World Eaters truly unleashed the 
darkness within themselves after their 
treachery. Breaking their oaths of loyalty 
had freed them to entertain brutal desires 
they had barely considered before 

More and more of the Legionis number 
practised gory blood rituals the taking 

of skulls took hold, and the Apothecaries 
developed ever more extreme versions of 
the Butchers Nails. Many World Eaters 
openly gave themselves aver to the 
worship of Khorne. 


It was also during this time that Angron 
ascended to daemonhood, when he 
and the Traitor Primarch Lorgar carved 
bloody paths through the loyalist realm 
of Ultramar. Afer a titanic duel with 
Roboute Guilliman, in which Angron fell 


into a blinding rage Langa used the Red 


rs actions during th 
lorus Heresy, it is evident from th 
few sources that remain that the XII 
were at the leading 
and that carnage in and. 
their only goal. It is k t the 
ld Eaters were present at the Sieg. 


Terra, reaping a trul rvest and 
perhaps even being the first to breach the 
walls of the Imperial Palace. Despite their 
mbined ferocity, however, the traitors 
ultimately defeated, and the World 
forced to withdraw 


SKALATHRAX 
After the Siege of Terra, the World Eater 
in disarray, separated from Ang 
They maintained a semblance of unity 
y in an effort to avoid their utter 
annihilation at the hands of vengeful 
oyalists and opportunistic traitors. 
Khárn, the great warrior who had won 
Angron years before, had been 
nortally wounded during the siege of the 


Emperors Palace, and hovered now upon. 


the edge of death in a coma, No other 
warrior had the strength and reputation 
required to reunite the Legion, and bitter 
disagreement raged between the various 
surviving officers, Added to the total lack 
of supplies, the pounding of the Na 
claiming the sanity of more and more 
warriors, and the damage to its fleet 
caused by the brutal fighting around the 
Sol System, this disunity made the Legion 
incredibly vulnerable 


The potential for conflict between the 
surviving World Eaters only increased 
when they encountered a much larger 
fleet of the Emperors Children Traito 
Legion over an unnamed world. A: 
Angroris sons considered whether 
to fight these turncoat scions of the 
Primarch Fulgrim, Khirn awoke. At 
first an uneasy truce was struck with 
the Emperors Children, but this quickly 
rumbled and war erupted. Khirn named 
the planet Skalathrax. In the language of 
Nagrakali, which the World Eaters use as 
a common tongue, this means 
judgement; or simply destruction: 


4 


Me. 


hate-driven oaths of the Blood God. Khome's devotees 
are ferocious warriors, eager to kill in their patron s 
name and live up to his standards, His followers 

Justify heir lives and seek to prove themselves to him 
through honour, bravery and martial pride — though the 
‘most fanatical know that Khome cares for little besides 
total slaughter. 


Indeed, most of the Lord of Battle's worshippers 
Conquer through no more than brute force. The 
majority favour blades, mauls, axes, and other melee 
Weapons, even fitting their armoured vehicles with 
Nails and scythes. Though these tactics are invariably 
costly, Khorne's servants care not for casualties on their 
own side, for these deaths just grant more blood and 
skulls to their patron. Devoted to bloodshed as they 
are, the Blood God's hordes rarely construct temples, 
for such efforts are to them a waste of time and effort 
that are better spent killing. Many fear that a day spent 
without butchery in Khome's name will swiftly be 
rewarded with the Blood God's wrath, 


The sheer brutality favoured by Khorne and thus h 

followers leaves little room for other notions, and 

has resulted in fierce rivalries — and often open war 
Given these qualities, and the fact that across ~ between the servants of the Blood God and those 
the galaxy trillions fight for little more than the of other deities of the Chaos pantheon. The sorcery 
folloeaten of slaughter, there is no shortage of new ang scheming of Tace n Pane is the self 
{pllowers for Khorne. War wears down any concept of indulgence of he Desh nei. o janesh. In many ways, 
decency and compassion in a being if given enough ^ — thecultofKhome enon purity ~ for such devotees, 
time, and once these notions have decayed in a blood, slaughter and battle is all there is and all there 
soldiers mind they become open to the howling ever should be 


dita ny ahrax was heavily | World Eaters fell into a blood crazeand =} These individuals arth inheritors of 


dictated by the planets dange 


je scion kostall cohesion. | the legacy set down by the Apothecaries 


climate, with the nights drawing in so XII Legion blo and Techmarines who first developed 


the Butchers Nails for Legionary 
je mind of a World 
nk between pleasure and 


cold that even the Space Marines had. 


tation, In 


et That night of bloodshed shattered the | imp 


to largely cease combat to take c 
‘campaign proved no less | World Eaters into countless warbands, — | Eater the 


bloody than any that had come before, — | squads and individuals. Some killing is unbreakable thanks to the Nails, 
Though the Emperors Children were abandoned Skalathrax quickly. with and when scions of Angron are not at wa 
more numerous and better organised, interest in fighting to the death fo these horrific devices twist in their brain 
the sheer bloody-minded determination gain. Infighting wracked dozens o demanding blood. Only in death does the 
and ferocity ofthe Word Eaters saw the | detachments, with brothers who wanted | Nails endiou grindina e 
war turn in their favour. The conflicts | to stay clashing with those who wished to 
Me maare proved frustrating for | escape. Thanks to Khirsk madness the | Each Word Eaters warband operates in 
the World Eaters, however, the Butchers | World Eater a different manner. Some strike out from 
ails pounding in their minds and " RS well defended territories and fortresses, 
demanding continued slaughter. Khirn | A LEGION DIVIDE others from a single ship or mighty 
Maenolemafeceandonwhatwas | It has been ten thousand earssincethe | armada. With so much of ther ny 
Tater called the Night of Madness, he XII Legion’ fragmentation at Skalathrax, | purely given over to killing, maintaining 
lost control. Taking up a flamer, heran | and now the World Eaters are all but these resources has proven to bean 
through the World Eaters positions and | unrecognisable from the warriors they | imposible lak for bony Tage sa 
ume his brothers fom their coverto — | were in the Great Crusade This is in no | who instead steal what corte mor or 
Brive them into barile Kharnhacked | smallpartduetotheinfuence ofthe | seek pastage with oii, een 
down those who sought to stop him, his | Butchers Nails, which have been warp- | who can promise hen onion 
Actions inspiring many others to turn on | corrupted and ever-experimentedon | 
thelebrothers to force them to fight. A | by those insane operatives collectively | The warriors ofthe Xl care fo ite 
domifjo effect followed in which more | known as the Berzerker surgeons | more than slaughter, carnage and taking 


10 


skulls in Khorne’ name. They retain 
ba 


thanks to the endless pounding of the 


ir own impulses 


Nails and the corruption of the warp, and 
in battle any sense of cohesion within a 
warband often collapses within minutes 
of fighting commencing. Most World. 

Eaters favour brutal chain we 

whose grinding teeth whir at such a speed 
they can 


uw through armour, bone 


and rockerete, but they are more than 
willing to fight with fists, teeth, nails and 
stone if necessary. At their most extreme 
‘moments, World Eaters Legionaries 
have been known to turn their blades on 
their fellows ~ or even themselves — to 
spill blood for their deity. The World 
Eaters are so obsessed with violence that 
‘most neglect their weapons and armour, 
considering basic maintenance work a 
Waste of energy that can better be spent 
killing. Thus their scratched and battered 
Power armour is typically coated in layer 
‘upon layer of dried gore, and the same is 
true of the armour plating of their battle 
tanks and transports. 


Some warbands fight themselves 
to extinction, lacking the desire or 


r perhaps both - to utilis 


new recruits. Those who retain enough. 


| presence of mind to sustain their 


warbands continued existence lan 


upon the demented Berzerker-surgeons, 
who know more about the implantation 
of the Nails than any others. They m 
also utilise the accelerated recruitment 
techniques the Legion used during the 
Great Crusade, as well as forbidden 
‘methods granted to them after Istvan V 


Some have even learned heinous practices 


involving daemonic pacts to create new 
Chaos Space Marines. 


T-urgeons operate across the 
galaxy, working with different Chaos 

Lords to create homicidal maniacs 
Who have no concept of fear, pain or 
death. Some World Eaters warbands 
‘expand their numbers using devotees of 
Khorne not hailing from the XII Legion, 
and these individuals also undergo 

the psycho-surgeries practised by the 


ra 


i ovk 


Ay rely 


| alive with mercha 
| barren trails haunted by ghosts. Enti 


Berzerker-surgeons ~ a process they see 


as a kind of apotheosis that brings them. 


| closer to their wrathful god. 


Since the opening of the Great Rift, the 
World Eaters have never been mc 
active. d fortified worlds 
have fallen silent, Shipping lanes once 

men have becom 


perous a 


choirs of Astropaths have torn themselves 
apart with their bare hands as terrifying 
images of slaughter and blood have 

filled their minds and driven them to 
madness. The World Eaters’ bloodthirsty 
actions have seen their ranks swelled 

With fanatical newcomers, m 


Y more 
aspirants having been ripped from, 
conquered worlds and captured dips 
and subjected to the Nails They ace 
seized countess slaves and drav mortal 
followers to thí banners nee 
measure, and the scion of Anaran are 
now stronger than ever. The galaxy he 
shudders at the thought of wiat thera 
pev 


Ji 


Over the course of his miserable and 
tormented life, Angron has been known 
‘by many names: the Conqueror, the 
Lord of the Red Sands, the Slaughterer 
of Nations, and more. All relate to his 

martial skill and penchant for 
horrifie violence. Wherever these names 
and titles are whispered, it is with great 
fear, for Angron has been a bane of the 
Imperium and xenos empires alike for 
ten thousand years. 


For all of his butchery. however, Angron 
reserves his strongest hatred for himself, 
and what he has become. He has always 
craved freedom, yet first he was a slave 
to the high-riders, then to the Emperor. 
Now Angron sees himself as a slave to 
his own rage and desire for conflict, and 
to the Blood God. It is a tragic irony that 
these things also empower him, and so 
bind him more tightly with every kill. Yet 
‘the most brutal fact of Angroris existence 
is that the greatest sense of freedom he 
now feels only comes to him in fleeting 
moments of truly mindless slaughter, 
which grant him a kind of peace. These 
moments are all too rare, however, 

for Angron very essence burns at the. 
thought that he can never be free from. 
life itself f 


 Angron cares nothing for the weapons 
e carries, seeing them merely as tools. 
to be wielded only for as long as they 
prove useful The Daemon Primarch’s 
strength and ferocity are so great that no 
weapon, however mighty or masterfully 
crafted, can withstand his use of them for 
long. As such, Angron bas wielded many 
different weapons over the millennia, 
but is presently known to carry the 
daemon sword Samnarius and the 
chainaxe Spinegrinder. 


SAMNTARIUS 

Known also as the Blade of the False 
Gladiator, Samnirius takes its name 
from the prideful Slaaneshi daemon 
‘bound within its form. This being once 
controlled a world in the Eye of Terror 
that it had transformed into a twisted 
network of gladiatorial arenas, wherein 
it tortured and butchered its foes for 
millennia. It brought only the most 
skilled warrior-slaves into its domain, 


ANGRON 


THE RED ANGEL, DAEMON PRIMARCH OF THE WORLD EATERS 


"The most bloody and savage of all Primarchs, Angron is titanic rage 
‘being. Those who stand against him face an unstoppable monster, one 
‘desir to kill. He is the Crimson Storm that destroys all in its path ina tempest of gory violence. 


delighting in shattering their minds 
and bodies over successive duels before 
finally removing their heads. Samnfarius 
boasted that no warrior could best it 
upon the sands, whether daemon or 
mortal. Angron was enraged by this 
claim, seeing the daemon’ actions as no 
different to those ofthe high-riders upon 
Nuceria. Moreover, he was repulsed by 
the thought of a daemon of Slaanesh 
being seen as greater than any warrior of 
Khorne. Armed with nothing but a bar 
‘of unworked iron, Angron bludgeoned 
Samniarius to death in a contest lasting 
mere minutes. At the moment of the 
‘dacmon’s death, Angronis weapon warped 
in his hands. The simple iron bar became 
a mortiferous blade, glowing white hot as 
Sumnfarius soul was Bound and folded 
within it. The weapons tip, still dripping 
with the daemoris hissing essence, 

split and twisted into a pair of vicious 
hooks that resembled the horns of some 
mighty beast. Around Angronis bloody 
fist a brazen hilt formed in the shape of 
the symbol of Khorne, and the sword's 
sharpened length bulged with the skulls 
of every foe the Slaaneshi daemon had 
ever bested, infusing the weapon with 
their combined skill and power. 


SPINEGRINDER 

"The savage chainaxe Spinegrinder is also 
called Persaxs Folly by some, this name 
deriving from the Khorne-worshipping 
Dark Mechanicum adepts of Persiax 
who spent decades constructing it. 

Tens of thousands died extracting the 
rare indomteite needed to forget 
weapon, which they offered upon their 
knees to Angron as tribute to the one 
they worshipped asa god of murder. To 
any champion of Khorne, the chainaxe 
‘would have been a gift beyond anything 
they could possibly have received in the 
mortal realm. Two sets of adamantine- 
sheathed macrodrake teeth make up its 
chain links, enveloped in a power feld 
that thrums like the beating of eight 
‘thousand times eight thousand rageful 
hearts. It is a weapon capable of slaying 
god-engincs and tearing through the 
walls of ferrocrete bastions. The Red 
Angel had nothing but scorn for it, 
however, disgusted by the weakness 

the adepts showed in their attempts 


B 


and apocalyptic war made manifest in a single, terrifying 
rhe knows nothing but hate, fry and an insatiable 


to appease him, and their wasting of 
so much energy that could have been 
dedicated to slaughter, Thus, new axe in 
hand, he butchered the mewling beings. 
who had so pathetically presented itto 
him. In doing so, Angron reasoned, the 
adepts of Persax were finally making 

a worthy offering to Khorne: that of 
their blood. 


THE BEING WHO 
CANNOT BE BANISHED 
Eyer since the emergence ofthe Great 
Rift, realspace has been saturated with 
warp energy Thanks to this, those 
daemons in possession of an indomitable 
will and an unslakeable thirst for killing 
‘an conquer the bounds of reality itself. 
Angron is one such being, Should his 
physical form be destroyed, even by 
Powerful orbital defence weaponry, he 
‘an bind his broken flesh back together 
through an act of furious will 


Even should Angron somehow be cast 
into the warp, there is little respite for 
his foes. A most malignant truth is 
now believed by a growing number of 
Imperial priests and Inquisitors, one 
realised only through the observance 
of dread portents and much sacrifice 
in ives. Hunted all the while by those 
who denounce them as heretics for their 
theories, such individuals whisper that 
Angron cannot be truly banished. 


The believers speak of the ight Crimson 
‘Omens that seco bral Ae 
retraining boro ha IB 
Bood Rain the Storm of Hate and 

the Ferand Plague: Bach ia more 
Sromone than the net occuring aly 
poa sites that bave experienced the most 
apocalyptic bloodshed in their ar 
Some eor that tithe energies 
reversing across the galaxy rom the 
Cicatriz Maledietum that have resulted 
init being imposible to banah Angrois 
‘others propose more ancient explanations 
tha are stranger still. Whatever the 

esse theorists agree on one thing: 

once heralded by the Crimson Omens, 
‘Agron eur to realspace abaya 
occurs = with tering eva — 
tight weeks, eight days and ight hours 


after he was last cast from reality. 


No World Eater doubts that 


Khirn is laying 
Exalted in the eyes of the Blood God, 


ighty Space Marine heroes, 


| Though Khirn appears to have been 
pulping the heads of wise Aeldari 


| slain on countless occasions, he always 


Farseers, slaughtering leering Hive ears again on another gore soaked 
Tyrants or eviscerating savage Ork | battlefield, giving rise to the belief that he 

mantra - "kil Mam! B Narorielemerfosshebuthein | hasbeen somehow cheer ip nn 

the death knell for hund droves with great sweeps ofhischainaxe, | God asa lind yma” 

irgi rape ls palpableashe | Gonctd. of oah kais ees | 

tha 


lers into battle, hacking 


his path, shrugging 
blows an 

ina raging 
has single-han 


Truly he is a bestial engine of destruction, | A BETRAYER MADE 


a primal force of murder. | When Angr 


was found and united with 
limbs and heads 


f bloodshed. He 


as Khårn who somehow 

soothed the Primarch’ rage enough for 
take command of his sons. Khirn 

swiftly became Angronis equerry, and 


| there were none in the Legion more loyal 
to their Primarch. Khárn idolised the Red 
Angel, convinced that it was the purpose 
of the World Eaters to emulate and serve 
Angron in every possible way, A 
was the first Legionary to be impl 
| with the Butchers Nails, 


uch, he 


d 


After becoming Angronis equerry the 
| respect Khirn received from his L 
| brothers became admiration. Later he 


'& more. All those who see 
us as traitors and betrayers should 
remember: an axe you forge can be 
as dangerous to you as itis to your. 
enemies. It is simply a matter of 
who the wielder is. 


7 Khdrn the Betrayer 
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was seen as essential to the Legion! 


somehow deliberate, in order to shatter 


future existence, with Angron’ instability | remains a Rgurche the Legion and prevent it from becoming 
proving more and more dangerous World Eaters, he seeks no p even worse 
Angron listened to few besides Khirn leadership Those who follow him 


and none could bring the Primarch b 


heir ow 
motif they di 


from insanity in the same way as hi 


at all. 


Yet Khárn was far from immune to his 
own rages, first succumbing to the Nails 
‘on the bloody battlefields of Istvan III 
Upon Skalathrax this came to a head 


terribly, and with chainaxe and 


Though some of the Legion still admire 


Khirn, he has earned the moniker 
Betrayer’ and is now cursed as much as 
he is revered, 


SINNER, SUF) 


Though Khi 


ERER 


Khirrisisa soul c 
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GORECHILD 

‘Once wielded by Angron, the chainaxe 
known as Gorechild was discarded by 
the Primarch after he had unleashed 
so much deranged ferocity through it 
that it was reduced to little more than 
scrap metal, Khárn saw to it that the 
weapon was repaired, and has wielded 


it ever since. Gorechild possesses an. 
adamantine haft and jagged teeth torn 

from the jaws of mica-dragons from the 
planet Luther Mcintyre. With it, Khàrn. 


can cut a Space Marine in half from 
head to groin without difficulty, and the 


number of skulls he has claimed with 
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it over the millennia is beyond count. 
Many World Eaters see possession of 


conflicted. He believes — | Gorechild asa m 


slaughterer, he is not always possessed 
by berserk fury. When he is not 
howling with wrath, his voice is low 
and measured, even soft. His calm face 


is long and serious, with a nc 


belies his murderous capabilities. Khirn 
retains all the tactical brilliance he has 
ever had; when in control of his sense 


he is capable of wielding fleets an 
armies of Chaos Space Marines and their 
mortal followers with great nuance and 

skill. Yet like Angron before bim, Khirn. 


ther | 
nd continues to 


his Legion should not fight agai 


slay for the Blood God as Angron ordered 


ten millennia ago, with a kill-counter 


is helmets display feed. Yet 
ns Khirn wonders if the 
World Eaters’ existence is one torturous, 


never-ending nightmare from which 
they can never wake, A handful of 
World Eaters even speculate whether the 
Betrayer's actions on Skalathrax were 


ark of the right to rule. 


the Legion ~ at least when Angron does 
not demand they fight for him ~ and 
Khar has butchered hundreds of upstart 
challengers who dared pit themselves 


against his unrivalled rage and brutality 
To this day the Betrayer is unmatched in 
the Legion, his skill and fury undeniable 
Nevertheless, Kh 
watchful for pretenders who would dare 
attempt to pry the Red Angels axe from 
his hands. 


THE BUTCHERHORDE 

Though Khárn's name is muttered with hatred by many 
World Eaters even ten thousand years after the events 
at Skalathrax, just as many speak it with reverence. 
Many followers of the Blood God seek out Khárn to 
fight beside him and win favour from Khorne and their 
Legion-brothers by association. These w 

up of both World Eaters and Khorne-worshipping 
renegades, are collectively known as the Butcherhorde 


rriors, made 


ce of World Eaters in the galaxy more 


There is no for 
dangerous than the Butcherhorde. Each warrior strives 


ye more like Khárn than the last, and all 
devoted to the worship of Khorne. They willingly 
embrace the ceaseless demands of the Butcher's Nails, 
charging into the fray without care for themselves 
or each other, chainblades roaring. Once they reach 
enemy lines the Butcherhorde become a tornado of 
slaughter, each warrior hacking and cleaving their way 
through all who oppose them with an unquenchable 
bloodthirst and a thunderous rage. Such is the power 


of the Butcherhorde's unleashed ferocity that they have 
crushed forces many times their own number - often 
over terrain completely to their disadvantage — ranging 
from Ork hordes, Tyranid swarms and Gnostari Kindreds 
to Astra Militarum tank regiments and even other World 
Eaters warbands, 


Though the Butcherhorde slay countless foes 
Wherever they fight, their own casualties are 
invariably catastrophic, so that the attrition rate of 
their membership over the millennia has been great 
Khárn's warriors will not hestitate to charge headlong 
into enemy cannon fire, go toe to toe with the most 
dangerous monsters or battle-walkers, or storm the 
formidable fortresses or battleships. Those who 
vive all this also have to contend with Khâm himself, 
who slaughters many he fights beside in his furious 
rages. Rarely is there a battle that can sate Khårn's 
bloodlust — when victory is won he almost always turns 
on those who followed him to war 
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it took to make 
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LORD INVOCATUS 


THE WINGED AXE, KHORNE'S THUNDERBOLT 


A born marauder, Lord Invocatus is a master of devastating hit-and-run attacks. Thunderi 


solid ground, turning the skies to fire and roiling blood. storms with his passing, Lord Inv 
‘mighty Juggernaut. At his back is his warband, the Fire Ri 


us des 
*, borne aloft by the blessings of Khorn 


Khornate warriors, arm 
the War 


and predacious aircraft de 
on high in such a manner, 


is — | Mobility is essential to Lord Invocatus 


mount as he thunders into cc and the Fire Riders, Without it their 


ds wo eb 
with successful hít-and-ru 
ming impossible. While othe 


warlords scorn Invocatus t 


16 


battlefields, whe 


‘ould have been pursuing fresh butchery 
the Wir 


wiftly and moves on, 


always to maximise the amount of bloc 
he and his warriors shed. To him, effort 
spent purging a world to its last soul is 
wasted if a worthier target can be foun 


and destroyed elsewhere 


The methods of war employed by Lord 
Invocatus require a level of coordination 
that even disciplined and highly ordered 


forces would be hard-pressed to achi 
For an army of World Eaters, 


tate of affairs m 


such a 


be thought all but 


Impossible, yet Invocatus possesses a 


terrifyingly singular will that manifests a 
an almost supernatural control over his 
followers, He is a master of the precisely 


timed assault, knowing exactly wher 


where to apply the correct amount 
force and when to withdraw. Yet for al 
the subtlety and nuance such metha 
require, Invocatus is still a Wi 


and with each moment he spends 
manoeuvring hi 
builds, When he and his warriors strike, 
this wellspring of wrath is explosively 

unleashed, Invocatus and the Fire Riders 
demol 


forces, his killing fury 


hing all before them in a storm of 
bloodshed that leaves the few survivors. 


catatonic with shock. 


Alongside his ironclad self-control, Lord 
Invocatus possesses a predator's instincts 
for spotting and outwitting enemy traps 
and ambushes. Many a wily commander 
will present a weak front, only to reveal 
in the heat of battle 
elite warriors ready to annihilate any 
who take the bait. Invocatus not only 
has a preternatural talent for detecting 
Such schemes, but reserves a deep well. 
of hatred for those who attempt to 
employ them. 


hidden core of 


Complementing this, Invocatus wears 
the Bloodstorm Helm, through whose 
Crimson-tinged sight he is able to 
perceive the nervously beating hearts and 
duplicitous thoughts of hidden enemies 
as though they were empyric signal flares 


Being a warrior 
way of dealing wit 
th 
s of the ambushers, the Win, 


Axe leads his warriors headlong into the 
p like a mailed gauntlet thrust down 


heart. Invo 


let to rip out its be 


atus directly assaults the foes 
revealed positions, overrunni 
spreading. 
those who though 


inic and bloodshed as 
themselves predators. 


now realise they are prey. These tactics 


It in massive casualties 
'o him this is 


for every death spills blood 


for Invocatus' forces, bu 
acceptab 
for Khorne 


Lord Invocatus tactics have won him. 


innumerable victories and claimed. 

less skulls for the Blood God. One 
of his most infamous triumphs was over 
the Deathwatch of the watch fortress 
called Ebon Vale, The World Eaters 

sd from the skies in a gore 
tide, joined by the Daemon Engines 
[ 


pou licked 


Brazen Beasts renegade warband. 
Though the watd 
were elaborate, with multiple concealed 
sally points and cleverly designed 
bottlenecks, Invocatus identified them. 
all. His warriors slaughtered hundreds 
of loyalists and stripped their armo 
r and artefacts, before 
the master of the Fire Riders ordered 
their withdrawal to seek out fresh 
hunting grounds. 


tress defences 


bare of wa 


There are few of the Winged Axes 
victories that display his disregard for his 
followers more than that achieved in the 
Rengar System. There, Lord Invocatus 
and his forces tore apart a Hrud 
migration fleet, but their own casualties 
were horrific; those who did not succumb 
to the aliens weapons wasted away to 
dust thanks to the Hrud's time-distorting 
powers. No World Eater barring 
Invocatus survived the battle, 


KHALGURUTH, 
STEED OF THE 
BURNING SKY 

Sparks and flame burst wherever 
Khal'guruth's brass-shod hooves 
strike. Its eyes burn with wrathful 
bloodlust and smoke belches 
from its nostrils. Invocatus won 
this Juggernaut steed — along 
with the Bloodstorm Helm — long 
before he became famous within 
his Legion, after completing the 
mysterious deeds he collectively 
calls the Road of Eight Bloody 
Steps. The daemon G'kor once 
rode Khal'guruth, and without 
that entity's enduring presence 
within the Bloodstorm Helm, 
Invocatus could never hope to 
master his mount in war. 


Thanks to the helm, Lord 
Invocatus can feel all that 
Khal'guruth feels, and the bond 
between warrior and steed has 
become strong. He knows how 
the Juggernaut hungers to kill, 
and never fails to give the beast 
the opportunity. Khal'guruth 
ge and 
ind, and these 
traits only spur Lord Invocatus 
on in battle, fuelling him like 
a kind of drug. It takes every 
ounce of Invocatus’ strength 
to resist both the pounding of 
the Nails and the primal urge 
of his daemonic mount, but as 
yet he has not once lost control 
in battle. To Invocatus' mind, 
only the worthy can ride such 
a mighty beast of the Blood 
God, proving their strength 
through their ability to assert 
their don 


possesses all of the 


hatred of its 


It is through the unknowable 
powers of the Juggernaut, and 
those of Khorne flowing through 
it, that Lord Invocatus is able to 
race across the sky with his hosts 
of warriors in tow, Wherever 
Invocatus rides, a sky-bridge of 
fire, blood and smoke appears 
in his wake, bearing his foll 

into battle. 
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‘other Hierakos of the Hawk Lords Chapter smiled as- 
the assault cannons of his Stormtalon, Bloodkite, 
ut apart several dozen cultists in seconds. On either. 
side of his craft were Brother Aisolon in Londsoar 

and Brother Temis in Skyhunter. Together they formed 

Falconclaw Squadron, veterans of a score of campaigns. 

Whether their foe be traitor or alien, they had always 


emerged victorious. 


They were not alone in the bright blue skies of the planet 
Severitor. The three Stormtalons of Winglord Squadron. 
joined them, pouring missile after missile into the 
heretic masses thronging below. With them, Aeronautica 
Imperialis Marauder Bombers and Thunderbolt Fighters 
added to the enormous weight of fire. 


Imperial forces used their dominance of Severitors skies 
to the fullest, The blood cults’ rebellion had gained much 
ground until now, but the war was turning against them. 
They had no aircraft, and what anti-air assets they had 
were quickly destroyed by Hawk Lords Infiltrator Squads, 
Yet despite the truly horrific losses the cultists were 
Suffering, both at the hands of the Imperial aircraft and 
round forces, they still hurled themselves against the 
‘guns of Haradeus City. All were utterly blood-crazed. 


Hierakos remembered Inquisitor Tolomas explaining how 
the cults had appeared. Severitor was a harsh world, The 
mining work was arduous and dangerous even without the 
vicious cartels that had been allowed by the planetary 
Governor because they maintained their tithe. Without 
scrutiny of any kind, the cartels’ savagery had developed 
into blood rituals. What had begun as straightforward 
gang warfare had evolved as fighters sought captives 

for sacrifice. Slowly but surely, the cults known as the 
Siblings of Slaughter, the Butcherkings and the Devoted 
of the Brass Throne emerged. By the time the Hawk 
Lords arrived, Inquisitor Tolomas had already seen to the 
‘governor's removal, but open, bloody war had ensued 


No matter their losses, the blood cultists never 
surrendered — to be defeated they had to be wiped out. 
Matters were complicated further by the fact that Imperial 
troops over-exposed to them became gripped with a 
psychotic bloodlust of their own. The 901st Nordican 
Berserkers and the 654th Arcanosian Ballistarii had 
joined the foe in their entirety. Only the Space Marines 
and Sisters of Battle also fighting on Severitor seemed 
immune to this effect. Astra Militarum regiments had 

to be rotated regularly out of the front lines to prevent 
corruption, slowing Imperial efforts to pacify the planet. 
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sport’ came the voice of Aisolon, identified 
on Hierakos' augurs. 'Lordsoar needs 


‘Skyhunter as vell; said Ternis, identified as Falconclaw 
Three. ‘Have we not done enough to declare this world saved and 
find a real war?” 


Your eagemess does you credit, brothers,’ replied 
Hierakos, ‘but these cults can gain power again swiftly. The 
tide has tumed against them, but not enough to be sure 
the world can be pacified without us. The galaxy is more 
dangerous than it ever has been ~ the next war will be 
better than this, that I can promise,” 


"1 look forward to it, Falconclaw One,’ said Ternis. 


‘The Hawk Lords continued to strafe the frothing hordes of 
cultists over and over, cutting bloody paths with their fire. 
Cascades of spent shell casings fell to the ground in a rain 
of hot metal. 


A stunningly bright glare suddenly appeared on the 
horizon, blazing from the same direction as Severitor's 
star. Hierakos looked, his helmet visor correcting for the 
brightness. The light at once made the surrounding clouds 
glow in the hues of a raging inferno, or freshly spilt blood. 
As the other Hawk Lords continued their violent business. 
with the cultists, Hierakos used his in-helm magnocular to 
zoom in on the light. 


Hierakos could not believe what he saw: an axeman, in 
Power armour, riding atop a daemon Juggernaut of Chaos 
~ in the sky. 


The Hawk Lord questioned if it was some trick of the 
light. or — horrified — whether his mind had also become. 
affected by the blood cults. He shook away his doubts as 
the flying axeman came further into view. The Juggernaut 
rider was not alone; with him came a host of warriors and 
armoured transports, all wreathed in the same red light. 
They were flying through the air, their rumbling tracks 
and thundering boots flaring as they struck the flaming 
radiance as if it was some kind of supernatural bridge. 
They were clad in crimson armour, trimmed with brass. 


Heretic Astartes. Blood-worshippers. World Eaters. 
"Falconclaw Squadron, form up on me. Heretic Astartes 


identified, Hierakos ordered. The two other Stormtalons* 
ident-markers blinked green on his augur. 


He then changed vox frequency. All Imperial aircraft 
call-signs, this is Falconclaw One. Aerial threats identified 
at the coordinates transmitted to your augurs now. Move 
to eliminate immediately. Dozens more ident-markers 
blinked green. 


You may have heinous magicks on your side, traitors, but no 
heresy can wrest control of the skies [rom the Hawk Lords, 
Hierakos thought. 


“We may have sport now, brothers,’ Hierakos voxed to the 
rest of his squadron. 


‘What in the Emperor's name?’ responded Aisolon. He too had 
sighted the threat. 


"I do not know, brother. Still, they come into our territory. 
We will show them the error of their ways. The champion, 
the one at their head — he is mine” 


To Hierakos' right, Falconclaw Two fired his lascannons. 
‘Two searing laser beams lanced out towards the oncoming 
Heretic Astartes, They struck a Rhino, slicing through it. 
‘The vehicle broke apart, and the blazing corpses of traitor 
Berzerkers tumbled out and plummeted to the ground. 


Falconclaw Three fired his lascannons next, turing a 
Land Raider into a raging inferno that crashed to the 
earth and exploded amongst a horde of cultists. Hierakos 
took aim at the Heretic Astartes warlord. The warriors. 
helm resembled the symbol the cultists had daubed all 
over the planet, as well as the antlers of a mighty stag 
Rather than an object of ceramite, it seemed organic, yet 
wholly unnatural at the same time. Looking at his targeting 
telemetry, Hierakos realised just how fast the traitor 
warlord was moving; his speed was almost on par with 
the Stormtalons, 


Impossible, But the numbers spoke for themselves. Heresy, 
he thought, and fired. The World Eater should have been. 
atomised, but somehow the las-beams missed; the heretic 
had dodged them. Hierakos stared in disbelief. 


‘The Hawk Lord's moment of shock was broken when his 
wide-augurs flashed alerts. 


"New targets, coming in fast!" The machine-memory of 
Bloodlite identified them as Heldrakes, Hell Talons and 
Hell Blades. Hierakos felt the aircraft's spirit anger. It 
hated traitors no less than he. 


“Evasive manoeuvres!’ Hierakos ordered, banking hard 
to avoid incoming fire. Around him, aerial duels erupted. 
‘Thunderbolt Fighters exploded after being riddled with 
autocannon fire. The air was filled with explosions and 
‘smoke-bursts. Hierakos looked desperately for the World 
Eaters champion, but the Juggernaut rider was gone. His 
warriors were descending to the ground upon a sky bridge 
of fire and smoke. Haradeus City was in trouble - Imperial 
forces needed to reclaim the skies, and quickly. 


Hierakos sent a Hell Blade crashing into the ground with 
a hail of assault cannon fire. Nearby, Falconclaw Two 
destroyed another with a fusillade of las-fire. Seconds 
later, Falconclaw Three was torn apart by a pair of 
Heldrakes. Warning signals constantly blared in Hierakos* 
cockpit as enemies drew dangerously close and fire 
raked Bloodkite. The aircraft's spirit screeched in pain as 

it was struck, but responded with burning anger, its guns 
claiming foe after foe. Hierakos thought he saw a glimpse 
of the Heretic Astartes warlord pile straight through a 
Thunderbolt, blowing it apart in an eruption of flame, but 
when he looked again to be sure, the moment was gone. 
He pored over the skies, desperately seeking a sign of. 
his foe. Out of the comer of his eye he thought he saw 

à Marauder Bomber's wing cleaved off by the mounted 
axeman, but again when Hierakos turned for a second 
look there was nothing but flame and wreckage hurtling to 
the ground. 


There was no clear sign of the Khornate champion, until 
sudden, desperate cries for air support poured through 
the vox from Imperial ground forces. Terrible butchery was. 
being inflicted upon them. Hierakos knew that if the World. 
Eaters were to gain momentum and smash through the 
Imperial lines, they could turn the entire war around. 


‘The warlord must be down there, the Hawk Lord thought. 


Brothers, maintain the air war. | am descending to cover 
the ground forces and find the heretic champion." 


Hierakos turned Bloodkite's nose down and dove away 

from the dogfight. In that moment he saw the World Eater 
champion surging directly towards him, axe raised, his 
Juggernaut bellowing fire. The last thing Hierakos saw was. 
the axes churning teeth chewing through Bloodte's canopy. 


~~ 


teh 


How many are we, the 
ones called the Eaters 

‘of Worlds? Khorne only 
knows, and if we were one 
We could drown the stars 
In blood in his name. 


7 Pit Champion Xerxis 
Nterun of the Maws of the 
Arena warband 


A LEGION BROKEN 
AND DIVIDED 


Ever since Skalathrax, the World Eaters have been a Legion in name only, their many warband 
‘operating independently from one another. With centralised command all but gone, the 
scattered scions of Angron have diverged wildly. 


Nearly ten thousand years have passed since more bloodthirsty and violent The Red Angely 
Khárn earned the moniker ‘Betrayer’ for his code of savage competition took over, and his 
actions on Skalathrax. There, the battered World | warriors embraced it wholeheartedly Angron 
Eaters Legion was fragmented forever Those | taught them the ways of the gladiator, schooling 
who survived the horrific slaughter he initiated | his sons in new weapons and new ways to il 
took whatever ships and weapons they could | Every Legionary sought to be unsurpassed in 
and, for the most part, never looked back. war, and a cult of personal gladiatorial combat 


s, becoming a crux around which each 
Even before Angron was discovered and World Eater’ life revolved, Disagreements were 
united with his gene-sons during the Great settled on the red sands, where contests over 
Crusade, the XII were a fractious Legion. leadership positions also took place, in duels 
Order did not come naturally to them; they | that always went to the death, 

Were quick to anger, and utterly intolerant of 
the smallest of perceived insults. Bloodshed 
between battle-brothers was not uncommon, 
And to keep this under control transgressions 
Were brutally punished. Once united with 
fAngron, the Legionis culture only became 


Though leadership through strength was a core 
| part ofthe Legionis culture, it existed within 
a command structure that was reliable and. 
effective, as befitted a Space Marine Legion, 
Then, after Skalathrax, all such constraints 
and checks fell away, The main concern of all 
World Eaters warbands became survival, and 
for many it has remained so. With no purpose 
or external authority, some degenerated and 
broke apart as warrior after warrior left to form 
their own warbands, or became so consumed 
with infighting and leadership challenges they 
destroyed themselves. 


It is now impossible for anyone, World Eater 
‘or otherwise, to know how many of the 
fragmented warbands exist, or how many 

Warriors make up the Legionis overall strength. 
Over time countless warbands have risen 
fallen even are destroyed, others 
A form, or merge with others, or declare full 
independence, so that World Eaters warriors 

can never truly be tallied. 


Many World Eaters lords have attempted 
to unite the disparate warbands under one 
banner through sheer brutality and force of will 
Some have succeeded in maintaining coalitions 
Ao such kinds, but there is a limit to how far they 
an go. Eventually they will be challenged and 
Cut down by a rival, or succumb entirely to the 
Butcher's Nails, or find that their many followers 
become too widespread to assert any real 
Authority over. Only Angron or perhaps Khàrn. 
could truly unite the Legion, but both are too 
fost to bloodlust to do so. Until a unifying force 
Surfaces, the fragmented warbands of the World 
Eaters will each carve their own bloody path. 
Hiverging ever further into their own methods 
of war. 


GLADIATOR CADRE 331 
Exhibiting behaviour highly unusual amongs 
the warbands of the World Eaters, the Chaos. 
Space Marines of Gladiator Cadre 331 still wear 
the white and blue of the old Legia 
most often it 


although 
stained red with th 


slain enemies 


The World Eaters o 
Khorne through skill at 
the very best duellists. For them more than 
most, the fighting pits that have 

ificant part of their Legionis culture carry an 

alleled sense of honour. They see a great 
honesty in the arena, where a warriors strength: 
one but themselve 


e, with n 


y upon for victory 


ons teachings on the rules and traditions 
I combat resonate even more with 
he warriors of Gladiator Cadre 331 than with 
other World Eaters, Just as the arena fighters of 
ria once did, this warband’s warriors 
cuta mark on their bodies 
beginning at the base of the spine. If vic 
a fighter will allow the corresponding w 
to heal normally, becoming red, but will rub 
dirt into any cuts made after a defeat, causing 
m to heal black. The resulting scar tissue that 
round the warriors body is known as the 
Triumph Rope 


linging to ancient ways has led Gladiator 
331 to prize organisation and discipline 
ly than most World Eat 
Butcher's Nails pulse in their minds, 
give the warband a focus that can prevent them 
n succumbing to the madness the device 
an cause. This has allowed them to surprise 
many foes; those expecting to fight a frothing 
mob of fanatics instead find themselves facing 
men, Starkly 


different to the rest of their Legion in 


a coherent force of master bla 
Gladiator Cadre 331 keep themselves distanced 
from other World Eaters. Kestus Thrax, the 
warband's commander, once believed the World 
Eaters could reunite around the doctrines he 
espouses, but the madness of his erstwhile 

e convinced him that 
y the XII 


Legion-brothers has. 
unity is now all but impossible 


THE VOIDBUTCHERS 
Few World Eaters warbands are as adept in 
void warfare as the Voidbutchers. Under th 
command of Selakis Myrmillo, their leader 
for some two millennia, they h: 
strength to st 
age joy in the deep intensity of boarding 
actions and the carnay 
they storm a ship, they fight with relentless 


th. The warband has embraced 
that follows. When. 


momentum, 
gaining the initiative or coordinating a defence. 


iving their enemies no hope of 


The Voidbutchers make extensive use of ursus 
claws, enormous harpoons launched from 


JAKHALS 

Khornate cultists unique to the World Eaters, lakhals are ferocious 
fighters utterly devoted to their lords, Fanatical to the last, squads 
of lakhals resemble packs of wild dogs; they are quick to fight 

‘each other but, once unleashed, work together to bring down 

their unfortunate prey in a frenzy of violence. Each Jakhal wears a 
sloshing tank upon their back, sutured into their body with thick 
tubes. Originally designed by the Berzerker-surgeons, these vessels 
take myriad forms and contain a variety of substances depending 
on the warband in question, but all serve a similar purpose. Within 
them is a mix of chemicals and stimms that drive the Jakhals into a 
slathering frenzy, enabling them to fight on through terrible wounds 
and meet the most horrifying foes with screams of manic ferocity 

A final ingredient pumped into them in this way is eight drops of 
World Eater blood. Such a potent substance, post-human in its 
base nature and corrupted by the warp, raises the Jakhals’ fury to 
apoplectic levels. The savagery they display in battle after taking 

in this malevolent bio-alchemical mixture is terrifying for enemies. 
to behold. 


To join a jakhal pack, a cultist must demonstrate their loyalty 
bloodlust and sheer fighting ability in a series of brutal initiation 
rites designed to weed out all but the strongest. Possession of 
these qualities places the Jakhals close to the top of the pecking 
order amongst the World Eaters’ mortal followers, but this status 
should not be misunderstood — they are still ultimately viewed as 
expendable by their masters. 


Most World Eaters warbands make use of Jakhals to one extent or 
another, seeing them as a way to fight larger battles, and thus see 
more blood flow for Khorne. Warbands such as the Tide, Horkrax's 
Elect and the Murder Bringers are amongst those noted for their 
extensive use of Jakhals, unleashing thousands — sometimes 
millions — of these crazed fighters upon their enemies. 


EIGHTBOUND 

Of all the Berzerker-surgeons' many depraved devices, the 
Eightcage is amongst the most abominable. Resembling a kind of 
ironbound sarcophagus inlaid with skulls and symbols of Khorne, it 
is a torture chamber in which World Eaters can become possessed 
by eight daemons of Khorne. When a candidate is chained up and 
sealed within the Eightcage, rusting probes and searing needles 
are plugged into his Butcher's Nails. From the moment the cage is 
bolted shut, his mind is thrust into the blazing fringes of the warp, 
for as long as it takes for him to be defeated or emerge victorious 
ina spiritual battle with soul-thirsting Khornate entities. Those 
outside the cage hear thrashing, screaming and the rattling of 
chains, but none know truly what occurs within, for the experience 
of each subject is unique. They may experience literal battle in 

a blood-soaked arena, amongst vast dunes of bleached bones or 
‘atop mountains of skulls, their rage manifesting as axes in their 
hands. Others must prove their worth subject to endless torture at 
the hands of sadistic, cackling daemons. 


Those who lose their spiritual battle face terrible fates. Some are 
reduced to Chaos Spawn, their tormented flesh erupting from 
the Eightcage in a welter of gore and screaming mouths Others 
are killed, sliced body parts tumbling from the Eightcage when 
the Berzerker-surgeons open it again. It is not unheard of for a. 
failed candidate to disappear entirely — to what fate, none know. 
Those who emerge victorious are loosed from the Eightcage as 
Eightbound, massively muscled warriors seeping with bestial, 
immaterial power. Eight daemons are bound within them, vying 
With the World Eater's own soul for control of their body. Over time, 
these nine essences can synthesise into a single metaphysical 
entity, together having achieved a kind of equilibrium. These are 
the Exalted Eightbound, whose appearance is even more twisted 
and daemonic than others of their kind. 


re linked to immens 
r can retract, bringing 
ers strip it of supplies 
ure all inside. Such 
earned them not only the 
Imperium, but also the 
n and Aeldari Corsairs 
ularly hated 
s and Black Templ 
ine Chapters, due to Myrmillos 
ning them over to the service o 
ne, One such vessel is a Rampagen 
barge that Myrmillo renamed the 
amusing himself with the 
hip had been upgraded by its 
ave dramatically increased 
peed, which the Voidbutchers gladly non 
use against their enemies, Amongst th 
ured in this fashion is the 
Black Templars frigate His I 


ther ships c 


have not changed. 


HE BLOODSTALKERS 
ded by Khul 
distalkers can trace their origin: 
back to the L Reconnaissa 
pany, though barely a handful of 
rs from the time of the Great 
By the nature of their 
le they operated at a great 
m the body of the Legion 
Skalathrax the 89th were fi 
from the epicentre of Khárris betray 
a result, the company was able to escape 


rue to the independence of mind needed 
outing forces, the Bloodstalkers w 

of war differs much from their fellow 
ands, in that they are unusually 

Patient. In part this is an inheritance 

their earliest days as a reconnaissance 

Deadeye, wh 


even before the unificat 


lect the influence of 
the company 
n with Angron, 
and has always reasoned that killing 
Tange accrues more skulls for Khorne. 
Though far from unwilling to engage 
istols and chainblades, and still 
implanted with the Butcher’ Nails, the 
Bloodstalkers have little admiration 
for giving into berserk rage. That kind 
of behaviour, to them, is a sure way to 
killed sooner, which means fewer 
pportunities to slay in Khorne’s name 
Those amongst them who lose control to 
they often kill immediately 


Khulgoz Deadeye earned his name for his 


eme senses and unique bionics. These 
grant him the ability to echolocate by the blood 
flowing through the bodies of living things, 


enabling him to rer 


jain the same master 
pshooter he always was. Eager to offer skulls 
to Khorne like any devotee of the Blood God, 
Deadeye has taught his warriors to make killing 
shots that do not obliterate the targes head. — 
When battle is done, the Bloodstalkers then t 
their hatchets, cleavers, axes and knives to the 
necks of the slain, and hold high the skulls they 
claim to honour Khorne. 


AXES OF THE FORGE 

A fleet-based warband, the Axes of the Forge 
maintain a symbiotic relationship with the 
Dark Mechanicum cult known as the Thralls of 
the Eightfold Cog. In exchange for protection 
and technological spoils from raids, the Thralls 
provide their World Eaters allies with weapons, 
ammunition and equipment upgrades that 
result from their many experiments, 


The tech-magi are also skilled forgers of 
Daemon Engines, and the Axes of the Forge 

keep them supplied with the materials necessary 
to produce more of them. The Thralls hold 
colonies of enslaved sorcerers and witches below 


decks, collars of Khorne clamped around their 
necks until they are needed to summon the 
daemons that will be bound within the inert 
engines prepared by the tech-magi. Keeping so 
many psychic captives also enables the Thralls 
to forever develop anti-psyker technologies, 
which the Axes of the Forge make extensive 
use of 


It takes more than bechained psykers to 
fashion Daemon Engines, however. Bindings 
always require blood. The Axes of the Forge 
conduct countless slave raids to find enough 
worthy souls for their Dark Mechanicum allies 
to sacrifice to Khorne, as well as to anoint 
the mechanical monstrosities kept in their 
infernal men 


THE EIGHT SONS 
Eight World Eaters who share the same birth 
mother, the Eight Sons were a part of the great 
Blood Crusade that tore its way through the 
galaxy after the emergence of the Great Rift 
They fought Tyranids and Orks in the 
Octarian Empire in a weeks-long frenzy. 

but when the so-called Blood Wave that 
brought them there moved on, they were left 
behind. Not wanting to miss the continuing 
bloodshed of the crusade, they decided to 
commit so much butchery that Khorne would 
have to notice them, and so their reaping 
began. As they slaughtered, their many slaves 
{edo strip flesh from the bones ofthe culled 
Xenos, arranging the copious volume of osseous 
Matter in the symbol of Khorne: Each a mighty 
Shampion in their own right, the Eight 


Sons killed so many xenos that reality itself 
flickered 


ether + 


Khorne cares not from 
whence the blood flows. | 
have killed with lascannon 
bolter, grenade, blade, 

fist and tooth. Now I am 
Headsman, and I slay with 
axe. If there is a truth in this 
universe it is this: skulls are. 
skulls and blood is blood 


ind tore. Sensing the eyes of their 


n, the Eight Sons murdered their 


own slaves to hasten the ope 
With every kill the portal widened, until finally 


g of a warp rift. 


for them to stride through. 


On the other side the brothers saw a g 


at 


battle, and 


Blood God. 


d in, roaring praises to the 


ey travel across the galaxy 
fi, knowing their 
| duty in one place is done when another bloody 

rent opens for them to charge through into the 


next conflict. 


66TH ARMOURED 
COMPANY 

Known also as the Goretreads and the 
Molossans, many of the warriors of the 66th 
Armoured Company are completely fused 

the battle tanks they operate. Their 
neurosystems are entirely entwined with their 
vehicles, so that when they crush an enemy 
beneath their treads, it is as if they had crushed 
them with their own gauntlets. Despite being. 
one with armoured vehicles, the Goretreads 

are as eager to get into the bloody fray of close 
quarters as any other World Eaters. Each of their 


till. from warp rift to war 


Ursk Vorenkh, Master of 
Executions for the Scalpers of 
Skalathrax 


t-r- 


tanks is covered with blades, spinning saws, 
fails capable of tearing through not 
s of infantry but anti-tank obstacles 
and opposing vehicles. The Goretreads 
notorious throughout the U 
ha 


ima Segmentum, 
annihilated Imperial armoured forces 
many times their number, Their greatest 

rivals are the Aurora Chapter, Ultramarines 
successors renowned for their hug 


mations 
of battle tanks and skill in armoured warfare 
This enmity is said to extend 

back ten millennia, to the 
now-mysterious Battle of 
| the Crimson Forge. 


PURITY 


To live asa World Eater is to know 
is torture, the Nails’ relent 
their rage, believing that 


To his worshippers, Khorne is 
uncomplicated, for he cares not from 
Whence the blood flows. To a select 

few with the intellectual capacity and 
Presence of mind to articulate this, 
accepting the inevitability of death and 
dufering is a recognition that nothing 
truly matters, They believe that losing 
Oneself to slaughter and violence is to 
find the only true peace, to be one with 
the truest state of the universe its primal 
savagery. These individuals believe that 
when a being so fully aligns itself with 
the undercurrent of base aggression that 
has driven all living things from the very 
dawn of the universe, 
Suffering, for to the 
merely inevi 
to resist the 


Riu os 


J war that ] bayt no memory of our 


of Terra. My mind war blank. 


there is no longer 
pain and misery are 
ble results if one attempts 
ways of reality. 


the slangl 


were. 


‘This notion puts the devotees ofthe 
Blood God in fierce opposition with 
those of the other primary deities of 
the Chaos pantheon. For the followers 
of Tzeentch, the deeper they fall into 
their worship the more complicated 
and elaborate life becomes: there is no 

yeace in tracing and manipulating the 
myriad strands of ate For hose she 
devote themselves to Slaanesh, and thus 
hedonism and excess, life is all about 
feeling every sensation to its greatest 
extreme andso for them esesping fom. 
suffering to find peace isthe precise 
‘opposite of what they seek to achieve 
Perhaps there is least conflict between the 
{deals of Khorne and Nurgle, but there is 
a lack of violent action in stagnation and 
decay that is insufferable to those of the 
Blood God's worshippers who seek the 
solace of slaughter. 


doing hat we 


Of, and we learned too. fo lost in t 


‘Siege 


were capable 


JC must be said, however, that the Path 

FL to Glory - also known as the Road of 
Skulls by those who follow Khorne — is 

a unique experience for all who take it 


dangers. It begins with a World Eater's 
Psycho-conditioned to follow. Even if 
will eventually find another leader or. 


‘cause to which they feel compelled to 
devote themselves. Some World Eaters, 


OL S 


| oneness with violence. Many on the Path 

resist in one way or another. Perhaps they 
seek to maintain their identity, or cannot 
shake off their desires for worldly power 
For the least fortunate, they become 
hideously mutated Chaos Spawn. One 
might be forgiven for believing that 
becoming a mighty Daemon Prince is 
A symbol of true ascendancy, but to the 
so-called Sages of Slaughter who seek the 
true solace of violence, even the Daemon 
Prince isto be pitied, for they are forever 

rapped in this life by the nature of their 
own apotheosis. 


€ 


LAUGHTER 


existence itself 
cir suffering and welcome 
re form of Khornate worship, 
as living weapons of slaughter without 
pretending otherwise — they choose 
to serve the deity they see as the most 
honest, The World Eaters appreciate the 
-forwardness of this arrangement; 
there is lying the 


a simple purity in embo 
Blood God's creed, 


For those exhausted by their endless 
battle with the Butcher's Nails, this 
sense of purpose can run deeper 
still, so that some warriors seek the 
oblivion of succumbing utterly to the. 
devices’ demands for slaughter. Such 
Psycho-spiritual journeys lead some 
Scions of Angron to a place of solace 
in-slaughter. Most will fail on the way 
~ some killed, some captured, some 
hideously mutated - but those who 
remain become warrior-hermits who 
live by killer instinct alone. They appear 
without warning where skulls pile high 


After losing themselves in violence time 
and again, Sages of Slaughter arrive at a 
‘mental, physical and spiritual place where 
there is nothing buta flow state of killing 
‘They become one with rage itself, and 
their hearts beat in time to the pulse of 
the Butcher's Nails. Yet the road to this 

Point is long, narrow, steep and full of 


x 
th 
Pr 
fo 


nature as a Space Marine — a warrior 


they throw off the yoke of one lord, they | th 


the 


aura of impl 


Ch 


and blood flows deep. Such is their 
lacable will and elemental 
ferocity that they can stride aboard a 
taos champion’ ship and none will bar 
their path, 


The Sages of S 
fi 


ughter care naught 
for anything of the material world; 


they are indifferent to the gradual 
disintegration of their weapons and. 


rmour, and do not gather warbands of 


their own, for leadership and power are 
wasteful distractions to them. To some 


World Eaters they are the Nihil 
he Unblemished, the Pure or the 


rimalsouls, but they are no collective, 
or they are as likely to kill each other as 


to fight side by side, Though they reject 
command, many of the 
devotees who desperately wish to follow 


gain awed 


jem, Romua the Relentless, Guorior of 
je Three Swords and Amaraz Firefist are 


all 
each followed by hundreds of warriors, 
aching for but a shred of the solace these 


for themselves, 
ring champions have enough | especially those who become Sages of Individuals ha achieved for thems 
e E A E car 
acie cia and purpose | greater or lesser estent: By following | hoping that flowing a Sge ofS 
Khorne — who is said to view his servants. | will earn them, 1 


found when one achieves 
? Á 


FOR 
THE BLOOD GOD | 


Khome truly blessed Gladiator Group 

368 alter so many of them succumbed 

{othe Nails. As cohesion collapsed, £ 
Orthul the Spinecrusher did decree 

that they would all meet their inal 

end, and thus did he order the assaut 

against a nameless, Ork-held world. The . 
‘slaughter ground on and on. Greenskins 

and World Eaters alike were drawn lke 


canion to corpses. The blood flowed, 
‘oh did It ow. The Blood God's eyes 
Were upon (al the wounded sons 
‘of Angron regrew limbs, the dead were 
resurrected. Eight years did it take for 
the last of Gladiator Group 868 to fall. 


Ever did Goghur and hs Chosen sek 
tok more and more with each batie 
Eserndng ereat lotune, trey come 
upon the hive word Known toe Faise 
Emperors dos ae Set Long a 
had hs planet exhausted i matura 
resources Now is oniy enport wis 
G or a 
tien ws pent den or 
Xuporien He knew lata dean 
DERI ie 
Vibius d e and uve 
ed eaten tv wre 
tok and genes tll wes beaten 


Few can appreciate what Macer Krassek 
‘an appreciate, fused with the core 
‘ot his flagship as he is. He feels his 
Vessels kilis as f they were his own axe 
slayings. Krasseks ignorant underlings 
in the Bloody Dawn warband did once 
demand to be deployed to feel ground 
beneath their leet and the spray of 
warm blood upon their skin. Krassek felt 
much contempt for them, and conceived 
a pln. For seven campaigns he forbade 
his warriors from attack instead 
bombing words from orbit. On the 
ighth. he unleashed the Bloody Dawn, 
When the last warrior made planeta he 
‘pened fre upon the word rom above 


After AxgorekVarren, known as the 
Pistonhand, captured the forge moon ol 
Weldcog he had fashioned for miel 
thousands of engines. But this was not 
‘enough to satisty him. Each he decreed 
was to be a host for a daemon, or many. 
In ritual sacrifice, eighty eight percent of 
Weldcog population was slaughtered t 
his command - millions upon milions = 

and so was every engine possessed by 

the daemonkind of Khome. Pistonhands 

Daemoniíorge was bor that day Long now 

bas it spread death, engines feasting on 

the sain of dozens of words. 


How many billions hath Oresk Torgoll 


‘he Reaper slain? The one once of the 
tron Tenth, who was taken at stan. 
thrown into the pits, and given the 
Nails. His hatred for his father and the 
Legion that lett him outshines that of 
so many of his adoptive Word Eaters 
Cheer did the sons ot Angron when he 
challenged and slew the commander 
al their Legions 2015 Mobile Artillery 
Company! Since then his sieges have 
‘become things of legend, the Reapers 
reputation sealed when a hundred 
regiments of Krieg did his warriors 
desuoy upon Enthadia m 
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Who in these times has heard of the 
Flickering Blades, who worshipped n 
excess and bore the swords that sin? 

The answer is few indeed, thanks to 
Hans Kho'ren and his Skill Takers. The 
followers othe Lord of Dark Delights 
had made a pleasure den in the Eye of 
Terror in which slaves beyond counting 
lived lives of misery and torment. But 
these unforunates were not Kho'ens 
primary concer. The Flickering Blades. 
aimed that none could best them at 
‘swordplay: Kho'en begged to differ 
He proved himself right, dedicating 
bis victory to Khorne aer all of the. 
aaneshi worshippers had been slain. 


For many months did the Shu blessed 
and thelr great trong of wretched 
flowers pursue a Kindred fhe 
Stunted Ones though the laci core, 
not knowing they dew ever cones to n 
‘Squats’ Hold. Furious was the respons 3 
ofthe Kin More and more ortha 
Mind ame to punish the Sal sed 
lor helr impudence. Every seien af 
Aon gave their ves for Khe ity 
bloodbath that lowed vetrine in 


othe Stunted were lun Te as 
tated by bloodshed oer ne 

seams othe desde codi dei 

its corpse-strewn reaches. x 


SKULLS FOR 
THE SKULL THRONE 


The loyalist swine of Knight House Bonivad! 
lelt the wrath of Khorgedd the Headsman 
Ater an hours-long duct he slew their 
queen. With a great swing ol his mighty ane 
E g he severed her mounts head in a spray of 
‘sparks and lubricants. With great savagery 
he tore into the Knight with his barbed 
laws and ripped the queen from her 
4 throne, neural jacks still embedded in her 
Skill. As she screamed in agony he cast her é 
to the ground, then took his ane to her neck j 


Roghrax Bloodhand, the Xenobane. sought 
a skull from every warrior species of the 
laxy, When the Tyranids did pour into 

the east, he raced there to claim the skulls \ j 
their invasion promised Many monsters a 
has he slain. One, the Terror of Unathranis. = 
had six monstrous heads, each upon a 4 H 
long serpentine neck. Dillerent all six were / 
one had seven rows of fangs, another 
nine eyes, and so forth lor the rest - and 


Roghrax took them all ; 
The changeling creature called the Empuzah 
was amongst the most dangerous beasts ever to 
live. None knew its true form, for none survived 
For centuries did the four dread creatures known as who had tried to discover it. Then Lord Davask 
- the Syris haunt the word of thatha's Skopuli Straits, Kor succeeded. Iis said that the Empuzah 
ring the unwary to bloody ends with sweet songs changed form a dozen times during its duel with 


Rukh Thaxxos heard their music and followed it, 
chainswords in hands. Their skulls now are mounted 
upon spikes atop his Land Raider. the Crocr Crociatos Skull - in its tre form 
The Syrins skulls stil ry to sing though the only (of place on the spikes atop Korrs power pac. 
sounds they now make are screams. Thaxxos listens Though it is smaller than the Space Marine 
deeply. they drown out the ticking ofthe Nails. 


Kort, between Tyranid monster, Avatar of Khaine, 
Keeper of Secrets and worse, Nonetheless, its 
last - now takes pride 


Barghesi and greenskin skulls around it 
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iff to had so worshipped Khome that they had 
Y> butchered each other for their god. Only 
the Nautlacknid stil ive, the strongest 
and most savage of them all Swollen with 
home’ gis it was a Daemon Prince 
with eight eyes and eight arms, a diferent 
{J weapon bome in each limb. Never had 
it been beaten in combat, until Torgax 
Bioodhair came. One by one the World Eater 
Put out each eye and severed each am, 
aiming each weapon forhimsell. With his 


When Haska Draxigor heard of the Beast 
Million Eyes. he attacked its nest, expecting 
a single skull with a million sockets. Instead, 
he found a million skulls. all with one socket. 
These skulls each sat atop a separate 
body with the size and strength ofan Ork ~ 
though the creature was still of one mind. 
Unperturbed. Draigor slew each, breaking 

* all of his weapons until he was reduced to 
Kiling with his bare fists. When his work was 

y finally complete he arranged the skulls into 
the symbol of Khore. 


[fe Hand of Righteousness shakes. It has fired 
‘again. Each of the Imperator Titan's weapons can 
level much of a city in one salvo; the god-engine 
is one of the largest of its kind ever built. For 
millennia it has inspired fear in the enemies of the 
Corpse-Emperor, killing and destroying in the name of 
Its false god. Not once has it ever known fear, or doubt, 
or threat. 


Until now. Now it knows terror. Not due to any threat 
before it, but due to what is within. 


Tam inside. The Nails pulse within my brain, louder and 
harder than I have ever experienced before. My hearts 
beat so fast they feel as if they might burst at any moment. 
Everything in my vision is turning red. 


1 Kill my way up through the levels of the Titan's left 

leg. It is a bastion unto itself, a labyrinth of walkways, 
gunposts and ammunition stores. | have learned much of 
Siege warfare in my life. I shed blood beside the sons of 
Dorn, before we threw off the yoke of the False Emperor. 
Upon Terra, | killed with the Iron Warriors. A fortress is a 
fortress is a fortress, whether it walks or not. Once you are 
Inside, you are no different to the teeth of a chainaxe that, 
having carved through armour plate, devour the soft flesh 
beneath. Only death follows. 


Carnage is what I seek. Killing and slaughter and butchery. 
They are the truth. The Only Truth. 

Killing is all there ever was. 

Killing is all there ever is. 

Killing is all there ever will be. 


With a single swipe of my chainsword I remove the head of 
a Skitarius. Blood and lubricants splatter over the cable- 
covered walls. With a swing of my chainaxe I cut the legs. 
from underneath a second Mechanicus foe. Both cyborgs 
tumble to the ground. I crush the head of the legless one 
with my boot 


1 move on, advancing through clouds of vented steam, 
‘even as radiation eats at the exposed flesh of my left arm. 
My blood-encrusted boots clank on the metal decking, the 
sound echoing through the narrow corridors. | can hear the. 
chainblades of other Eaters far behind me — they cannot 
keep up with my pace. 


Rounds strike my chest plate. They ricochet off into 

Piping that runs along the low ceiling. Sparks fy nd S 
machine fluids pour out. Acrid smoke rises from where | 
was struck by the Skitarii's radiation-soaked projectiles 
though my rebreather filters the worst of the stink.” 


The Nails drill deeper into my consciousness, 
Kill. Death. Blood, Destroy. More, 


trun, 


1 shoulder barge a Skitarius and hear every crunch when. 
all of its ribs shatter. ! headbutt another, crumpling its 
helm and skull. Blood oozes from the grill in its faceplate, 


‘A group of empty-eyed, drooling servitors lurch towards 
‘me, tools revving into activity. Drills and saws fixed to the 
stumps of their arms spin, and clamping claws open and 
close with pneumatic shrieks. Their flesh is pale and grey, 
the muscles engorged with hormones. Am Iso different 
from them? Once | went wherever the Emperor willed, 
just as they obey their machine-deluded masters. Now 1 
pursue my agenda. The only agenda. The true agenda. The 
agenda of killing and of blood. | am free. 


But in their mindlessness are they not free, in their 
‘own way? 


The Nails grind within my skull. Enough, they seem to say. 
Kill. Only kil. 


One by one I dispatch the lobotomised machine-mortals 
around me. My parries become feints that become killing 
blows. Every muscle in my enhanced body is activated, 
and I can feel my blood coursing through each and every 
one of them. Not one of the servitors so much as scratches 
my battle plate. The flow of my movement may once have 
had a name, granted to it by great swordmasters. But all 
this is trivial, unnecessary. All there needs to be is death. 


Ahead, the Tech-Priest who controlled the things I have 
slain runs away, heading for a bulkhead. It seeks to lock 
me out it will fail. pursue. Another Skitarius throws itself 
at me, emerging from a chamber to my right, My amours 
Integrated auspexes and augurs have long since failed to 
work, so I cannot predict these events before they might 
happen. it makes no difference. None can stop me. The 
Skitarius attempts to use its long rifle as a club. I catch 

the weapon in the curve of my axe's head and snap it in 


half. Revving my sword's engines, 1 drive its teeth into the 
Skitarus neck. It is no more, and it barely slowed me. 


‘The Tech-Priest has almost closed the bulkhead when 1 
reach for its locking wheel and wrench it open. 


1am somewhere else. My chainsword is gone, replaced 
with one of the power axes favoured by the Machine- 
God's slaves. My chainaxe is clogged with meat and. 
circuitry. Signs upon the walls tell me that I have ascended 
‘much further within the Titan. | have sustained wounds, 
the pulsing of their pain as familiar to me as breathing. 1 
have no memory of what happened. For a time, | was no 
longer who | am, no longer an Eater of Worlds. I was death. 
| was... something primal. 


The Nails remind me they are still there, biting, throbbing, 
scratching. Their desire for blood and killing is akin to that 
felt by the glutton halfway through a longed-for feast. The 
initial ravenousness is gone; they have the taste, now they 
wish to devour and devour. 


‘Ahead of me is another line of servitors. Implanted 

into their bodies are powerful weapons. Heavy bolters; 
multi-meltas; heavy flamers — the tools of the weak and 
the impure. Sword; axe; maul; spear — these are the 
weapons of the warrior, they who might know the Blood 
God's Truth. The servitors are slow. Their controllers are 
too weak, pampered by the protection offered by their 
od-engine. | hack them down, carve them apart, shatter 
and smash and tear them. 


‘And so it continues. Machine-men stand, fight and die, 

‘or run, hide and die. I lose track of my movements; 

each slides blood-slick into the next. | move beyond 
consciousness, embracing instinct. Every step, every blow, 
every headbutt I deliver in time to the Nails. They are the 
beat of the music to which I conduct my butchery. 


Before long, | become so entwined with the ultimate 
reality that death is all there was, is, and ever will be, that 
even my enemies’ movements seem to come in time to 
the drumming of the Nails. 


The stench of radiation, blood, oil and excrement ebbs 

‘away. The endless shuddering movements of the Titan 

lose their strength, as do the thudding impacts of my 
Binharic squeals, agonised screeching. 

te crack of small-arms fire and the boom of apocalyptic 


Sword and axe. 
the 


red in 
weapon discharges all fall to silence. The shade of 
which I see everything grows deeper. 


lam almost at the apex now. Once again, I have no 
recollection of how | got here. The void in my memory is 
longer this time. The Princeps of the Titan is surely not far. 


Here the enemy fights harder. They will not see their god- 
nein MM. aed there a prebere eh fox cheek rao 
Though so much of my memory is missing, | know I have 
left no inch of the Titan untouched. The blood and offal 
and oils of the crew are everywhere. Ahead of me are the 
last chambers, the last foes. 


My enemies have every advantage. They know their 
ground, They have fortified it. But the fear of death grips 
their hearts of metal, and though their guts may be of 
piping rather than flesh, they still squirm at the thought 
of their impending doom. | have no such weaknesses. | 
am blood. | am death. My body, mind and soul are in tune 
with the ultimate reality of the universe, and that is the 
undying, unsullied, wrath of Khorne. 


Here there are no more servitors or Skitarii, only machines. 
| recognise as Scyllax. Quicker, more dangerous - but no 
threat to me. They lash out with blades and claws at the 
‘end of long, whip-like appendages, but I weave between 
them all, severing each with my chainaxe or wrenching 
them from their sockets with my fists. Soon they are no 
more. Only the Titan's bridge remains for me to attack, 
and within, the Princeps. Eight blows does it take to break 
down the last bulkhead, to reach the command sanctum, 
There, my bloody work comes to its conclusion. I take my 
time to kill all inside, removing their heads and leaving 
the Princeps until last. I dedicate their skulls to Khorne. 
Some might think my work here is done, but they would 
be wrong. 


1 gaze out of the viewing portals of the god-engine's 
command sanctum. The ground approaches, for | have cut 
the cabling attaching the chamber to the Titan's body, This 
head I dedicate to Khorne as we fall There is but one life 
left upon the Titan that must be taken, one that desires 

to know the eternal peace that death brings: mine. The 
round rushes closer. 


Blood for the Blood God! Skulls for the throne of Khomne!" 


Tw U 


. ARMY RUL 


World Eaters are Khorne’ chosen Legion, a brotherho 


A’ ' 0 | 
TTLE-FORGED RULES 
JORLD EATERS Detachment is one that only includes models 
TERS keyword (excluding models with the 
ED keyword). 


chments gain the Chosen of Khorne and 
ties (see below). 
LD EATERS Detachments gain the 

y (see the Warhammer 40,000 


od of bloodthirsty fanatics utterly dedicated to the butchery of ther fag. 
in the 


ABILITIES 


A unit’s datasheet will list all the abilities it has, Cert 
that are common to many units are only referenced 
datasheets rather than described in full. These are d 
below, and opposite. 


DAEMON ENGINE 

Ensorcelled war machines animated by the malevolent sentien, 
ofa possessing daemon, these iron-wrought abominations dr 
the most powerful attacks, and their sigil-inscribed hulls : 
regenerate as if they were living flesh. 


ain abilities 
On the 
scribed 


can 


e This model has a 5+ invulnerable save. 
+ In your Command phase, this model regains 1 lost wound, 


WARP STRIKE 

World Eaters launch their violent assaults from all directions, 
While their more traditionalist warriors engage in vicious frontal 
assaults, others utilise ancient teleporter technologies or gory 
ritual to appear in the midst of the foe, the brutal slaughter 
beginning before their prey even realise they are under attack. 


During deployment, you can set up this unit in blasphemous 
reserves instead of setting it up on the battlefield. 

so, then in the Reinforcements step of one of your Movement 
phases you can set up this unit anywhere on the battlefield ti 

is more than 9" away from any enemy models. 


THE BLOOD 


Khorne is the god of warfare and Slaughter, 
boons to those who consecrate the. battlefi 


and Provides mj, h 
ti 
eld in his hame, Ws 


Ifeverg unit from your army has the WoRLp EATERS keyword 
{excluding models with the AGENT oF CHAOS or UNALIGNED k 
you can gain Blood Tithe points (BTP) Over the course Of the edel, 
described below. Keep a note of your Blood Tithe Points total attle, as 


e Each time a unit is destroyed, you gain 1 BTP 

* Atthe end of each phase, if any CHARACTER, 
units were destroyed that phase, you gain 1 

* Atthe end of each phase, if any TITANIC unit 
phase, you gain 1 additional BTP. 


MONSTER OF VEHICLE 
additional BTP. 
5 Were destroyed that 


Example: At the end of the Fight phase, one Titanic VEHICLE 
CHARACTER unit and one other unit have been destroyed. You would 
gain 1 Blood Tithe point for each unit as they are destroyed, then 

at the end of the phase, you would gain 1 additional Blood Tithe 
point because a CHARACTER or VEHICLE unit had been destroyed, 
and 1 additional Blood Tithe point because a TITANIC unit had been 
destroyed, for a total of 4 Blood Tithe points during that phase. 


Designer's Note: This rule applies during both Players’ turns, and 
whether those destroyed models are friendly or enemy models. After 
Khorne cares not from whence the blood flows! 


the end of each phase, after gaining any Blood Tithe points, you 
spend them to purchase a Blessing of the Blood God. You can 
c f these Blessings of the Blood God as you wish 
you can only purchase one per phase. With the 
Blood [see right), you can only purchase each 
! once per battle. Each Blessing of the Blood 
P cost. If you do not have enough BTP for a 
hase it. When you select a Blessing of the 
educted from your total. 


he Blo tive runes into the flesh of his 


hosen w 


?nti the >ach time a WORLD EATERS model from 
vound as a result of a mortal wound, roll one 


Your arrr 


D6: on< is not lost. 


Khorne imbues the blades of his chosen warriors with m tuit 
essence of the warp, rendering them capable of passing 
through the armour of their foes. 


f odel from 
Until the end of the battle, each time a WORLD EATERS M! 


À Penetration 
Your army makes a melee attack, improve the Armour 


characteristic of that attack by 1. 


RAGE-FUELLED INVIGORATION 


As the battlefield be 
Spill blood in Khorn 
with unnatural pow, 
bestial bounds, 


comes a charnel house, those who 
eS name find their muscles swelling 
er, helping them propel towards the foe in 


Until the end of the battle, 


add 1 to charge 
EATERS units from your ar ge rolls made for WonLp 


my. 


MET infuses his Warriors with great Speed and fury. 
ae blade Sweep they swiftly follow with another, cutting their foes 
own with a flurry of killing blows 


Until the end of the battle, each time a Wort EATERS model from 
your army makes a melee attack, an unmodified hit roll of 6 


ny scores 
one additional hit. 


SAVAGE GUIDANCE 


As Khorne's blessed warriors raise their blades, time seems 
to slow for them, but their perceptions remain sharp guiding their 
strikes to the necks of even the most evasive foes. 


Until the end of the battle, each time a melee attack is made bya 
WORLD EATERS model from your army, add 1 to that attack's 
hit roll. 


WRATHFUL DEVOTION 


Khorne pours his rage into his chosen warriors, 
compelling them to fight through even the most 
grievous injuries. 


Until the end of the battle, each time a WoRLD EATERS model from 
your army would lose a wound, roll one 06: on a 6, that wound is 


not lost. 


TOTAL CARNAGE 


The Blood God's chosen feel the might of their patron filling 
them with the desire only to slaughter in his name 


Until the end of the battle, each time a melee attack is made by a 
WORLD EATERS model from your army, an unmodified hit roll of 6 
automatically wounds the target 


REBORN IN BLOOD 


ortal form suffer even catastrophic 


Should Angron's imm of will. 


damage, he can reform it through sheer force 
del from your army into 
pi esr osite) with 8 
rves [see Warp Strike, opposit 
aine pied is no longer considered to be 
xA ben can be set up again in your Reinforcements step 
destroyed, ; è 
asifit de the Warp Strike ability. 


Place a destro! 


psyc 


f 


the Fale Emperor cabled 31. Contnriee oF 


- the skulls woe took ontnninbered the stars 


HELM OF BRAZEN IRE 


This helm is forged from unbreakable brass, from the Blood God's 


own throne. Any who seek to take the bearer’ skull find their 
blade broken upon it. 


Each time an attack is made against the bearer, subtract 1 from 
that attacks wound roll. 


BERZERKER GLAIVE 


The bearer of this daemon infested weapon is driven to a state of 
apoplectic frenzy by the proximity of its red-hot steel. 

‘This Relic replaces an exalted chainblade or axe of 
dismemberment and has the following profile; 

WEAPON 


RANGE TYPE S BARES 


the World Eaters fig 
all who stand in their way 


ho-surgery, implanted 


hile some also submit to possession by ue raging daemons of th 
tile some « " ge, thes warriors only 

G A, Whatever drives their berse rk rage, th ar 

706 


when every. 


charge: performe eroic Interve this turn, until t i 
r pel ed a Heroic Intervention 

charged or performec e com 

the phase add 1 to the Strength and Attacks characteristi lels 


this unit 


Berzerker glaive Melee 


Melee m 3 
Abilities; Each time an attack is made with this Weapon, an 
unmodified hit roll of 6 scores 2 additional hit 


TALISMAN OF RAGE 


driving those. 
erocious killing rage, 


LT in your ( 


Af 


;ommand phase, you can select one WORLD EArg, 
unit within 9" of the bearer. Until the start of your " 
and phase, each time a melee attack is made b: po: 
unit, an unmodified hit roll of 6 automatically yout’! 
li d 


RELENTLESS RAGE 


ht in a perpetual fury, driven ever onwards to slaugj 


All of their warriors have been subject t 


with crude devices that amplify their agg 


foe lies in ruin at their feet - and sometimes not e 


At the start of the Fight phase, if this unit made a charge move, wa 
t the sta t 


WARLORD TRAITS 


FAVOURED OF KH 
This warlord has the favour « 3lood Goc 
aid him in his slaughter with wn po 


In your Command phase, if 
you gain 1 Blood Tithe poin 


TRUE BERZERK! 


When this warlord meets his 
he can brush aside even fatal w 
skulls for Khorne. 


Each time a melee attack is alloc 
Damage characteristic of that atta 


BATTLE LUST 


This warlord’ lust for battle draws him into any and à 
each brutal melee dr iving 


him to new heigh 


* This WARLORD is eligible 
is within 6" horizont: 
Each time 


to perform a Heroic Interve! e its 
enemy Y 
ally and 5" vertically of any en RS 
i ention m 
this WARLORD makes a Heroic Intervent 
it can movi 


tions 
t Up to 6". All other rules for Heroic Interv” 
Still apply, 
At the start 


Engagement 
that phase, 


P» < hin 
of the Fight phase, if this Wart oro is Mes 
t Range of any enemy units, it can fight 


RED BUTCHERS 


World Eaters - Battle Tactic Stratagem 


he elite of the World Eaters are a particularly vicious breed. 
rs beyond compare, they have committed atrocities 
Khorne. 


Kitle beyond 


Use this Stratagem in the Fight phase, when a WORLD Eaters 
TERMINATORS Or EIGHTBOUND unit from your army is selected 


the end of the phase, each time a model in th 


ft at 
attack, add 1 to the Damage characteristic of 


DISMEMBERMENT 


Battle Tactic Stratagem 


1CP 
World Eaters 
aters are not noble fighters. They hack their foes 


hing blows, tear them apart with screaming 
iem with tainted blades in the most brutal 


sS em in the Fight phase, when a WORLD EATERS 
RE or WORLD EATERS CHARACTER unit from your army is 
d to fight. Until the end of the phase, each time a model 
kes a melee attack, an unmodified wound roll 
f mortal wound on the target in addition to any 
A num of 6 mortal wounds can be 
d each time this Stratagem is used. 


UI OR THE SKULL THRONE! 1CP/2CP 
rld Eater Deed Stratagem 


o test their might against the strongest 
warriors with his favour. 


ı an enemy WARLORD is destroyed by a 
WORLD EATERS CHARACTER model from 
army r both of the following: 


al Blood Tithe points (pg 45). 


You gair 
* Until the e battle, add 1 to Advance and charge rolls 
made for jRLD EATERS CHARACTER model. 
If you selecte 1e of the options above, this Stratagem costs 
CP; otherwise, it costs 2CP, 


RN OF SORCERY 


World Eaters ~ Strategic Ploy Stratagem 


Like the god they worship, the warriors of the World Boer despise 
Psykers and their trickery, and through the sheer force of their 
hatred can sever sorcerous powers. 


sychic phase, after a 


Use this St; i onent's P: 
ratagem in your oppi enit and after any 


Psychic test is PSYKE 
passed for an enemy 

Deny the Witch attempt is made (if any). If that enemy Dorn 

unitis within 24" of any WORLD EATERS units from your army 

roll one D6: on a 4+, that psychic power is denied. 


BLOOD FRENZY 1CP/2CP. 


World Eaters - Strategic Ploy Stratagem 


n mortal wounds are 
giving Khorne his due, 


Eve i j 
insufficient to prevent World. Eaters from 
spilling blood until their very last breaths, 


Use dier 7 
se this Stratagem in the Fight phase, when an enemy unit is 


selected to fight, Select one Wort Eaters Core unit from your 
army that is within Engagement Range of that enemy unit. Until 
that enemy units attacks have been resolved, each time a model 
in the selected unit is destroyed by a melee attack, if that model 
has not fought this phase, do not remove it from play. The 
destroyed model can fight after that enemy units attacks have 
been resolved, and is then removed from play. If the selected 
WORLD EATERS unit is a Troops unit, this Stratagem costs 1CP; 
otherwise, it costs 2CP. 
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AGGRESSIVE INTERVENTION 
World Eaters — Strategic Ploy Stratagem 


CP. 


The Sons of Angron are ever eager to meet their foe in glorious 
hand-to-hand combat. Such warriors do not wait for their foe to 
reach them, but instead surge forward, desperate to spill blood. 


Use this Stratagem in the Heroic Interventions step of your 

opponent's Charge phase. Select one WORLD EATERS CORE unit 

from your army. Until the end of the phase, that unit is eligible 

to perform a Heroic Intervention as if it were a CHARACTER unit, - 
and is eligible to perform a Heroic Intervention if it is within 

6" horizontally and 5" vertically of any enemy units. When 

performing a Heroic Intervention with that unit, you can move 

each model in that unit up to 6”. All other rules for Heroic 

Interventions still apply. 


SMOKESCREEN 1CP, 


World Eaters - Wargear Stratagem 


Deploying their smoke launchers, World Eaters vehicles can 
conceal themselves from view. 


Use this Stratagem in your opponents Shooting phase, when 

a WORLD EATERS SMOKESCREEN unit from your army is selected 
as the target of an attack. Until the end of the phase, each time 
an attack is made against that unit, subtract 1 from that attacks 


hit roll. 


ICON OF WRATH ice 


World Eaters - Wargear Stratagem 

i Y 5 iate killing energy: 
icons raised above Khorne’ hosts radiate killing energy. 
TEM eneath them race towards the foe, eager to 


ho fight b s 
nd e sigils with the blood of their enemy. 


e Charge phase, when a WORLD EATERS 
i il id of 
i ir army is selected to charge. Until the en 
ber es pee you make a charge roll for that unit, roll 
nc additional D6 and discard the lowest result. 


Use this Stratagem in th 


E 
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inti 


+ Your 


this unit. 


Nu | 


BURNING PLATE 


This impervious armour drips constantly with molten brass. 


+ Add | to armour saving throws made for the bearer. 
+ Add 1 to the bearers Wounds characteristic, 


SOULBURNER 


‘This weapon draws its unnatural ammunition directly from the 
boiling blood at the base of Khorne’ great brazen throne. 


This Relic replaces an infernal cannon and has the 


following profile: 
WEAPON RANGE TYPE 3 T3 
Soulburner 12" 


Assault2D6 7 2 


Abilities: Each time an attack is made with 


4 this we 
automatically hits the target, apon, that attack 


IS 
THE RED ANGEL 


Only those in 
o the apocalyptic fi 


CIPLES OF 


ibued with unnatural resilience are able to plunge thems 
ghting that draws the attention of the Red me 


RESTRICTIONS AND BENEFITS 


When mustering your army, the following apply 


army must include an ANGRON model and that model must pe 
your WARLORD. 
Your army can only include KHORNE DAEMON units and Worip Eaters 
. army 
CHAOS LAND RAIDER units. 
EIGHTBOUND units in your army have the Objective Secured ability 
the Warhammer 40,000 Core Book). 


see 


RELENTLESS RAGE 


At the start of the Fight phase, if this unit made a charge move, was 
charged or performed a Heroic Intervention this turn, until the 
the phase add 1 to the Strength and Attacks characteristics of mi 


AEMONIC INFUSIONS 


When mustering your army, you can select one WORLD EATERS 
EIGHTBOUND unit from your a 
following Daemonic Infus 


duration of the battle. Re 


DRAWN TO PC 


These bound daemons a s of blood 


ny, then select one of t 


" or the 


unit to ga 


lection on your arm 


s I 
Each model in this unit xdels whe 


control of an objective n 


MUTABLE FOR 


The bodies of these warrior 
brazen claws and other vic 


Each time a model with this ability makes a melee 
unmodified wound roll of 6 inflicts 1 mortal wou! 
target in addition to any normal damage (a unit © tof 
à maximum of 6 mortal wounds per phase as 41°" 


this ability), 


BRAZEN SKIN 


ith 
The arı mour fused to these Eightbound has mixed W ct, 
ornes own realm, taking on an otherworldly res" 


h 
T 


fer 


brass, f" 


Í 
a resolt” 


A as 
Each time a model in this unit would lose a um ot lost 
“mortal wound, roll one D6: on a 4+, that wou" 


|: 


GRATUITOUS BLOODLETTING 
pisciples of the Red Angel - Battle Tactic Stratagem 


1CP 


When the scent of the foe’s blood is on the wind, the followers of 
i will ensure that every last drop is spilled in honour of ih 
Lord of Battle. a 


Use this Stratagem in the Fight phase, when a WORLD Eaters 
unit from your army is selected to fight. Select one enemy 

unit within Engagement Range of that unit that is below. 
Half-strength. Until the end of the phase, each time a model 

n that WORLD EATERS unit makes an attack against the selected 
enemy unit, add 1 to that attack’s wound roll. 


BLOODSCENT 1 
Disciples of the Red Angel - Battle Tactic Stratagem 


»wardice cannot be countenanced by the sons of Angron. Should 
ic foe seek to flee, the World Eaters give chase to ensure the 
empt is futile. 


his Stratagem in your opponents Movement phase, when 
emy unit within Engagement Range of any EIGHTBOUND 

s from your army Falls Back. After that enemy unit has 
shed that move, select one EIGHTBOUND unit from your 

iy that was within Engagement Range of that enemy unit 
he start of the phase. The selected unit can immediately: 
solidate, and when it does so, each model in that unit can 
tead of up to 3". 


ve up to 6" ir 


URIOUS SURGE I7 


lisciples of the Red Angel — Battle Tactic Stratagem 


he Eightbound exist in a state. of almost permanent fury, and 
hen their brethren are struck down from afar, they charge 
orward to exact retribution for the cowardly act. 


Use this Stratagem in your opponent's Shooting phase, after 

an enemy unit has finished making its attacks. Select one 
EIGHTBOUKD unit from your army that had one or more models 
destroyed as a result of those attacks. That EIGHTBOUND unit can 
make a Normal Moye as if it were your Movement phase. 


ABOLIC MACHINES 2CP/1CP 


Disciples of the Red Angel - Epic Deed Stratagem 


Even the tainted machineries of the World Eaters are affected by 
Angron’s rageful presence, their bound spirits seeking to destroy 


their foe despite any damage done to their metallic. form. 


Select one WORLD 
N ENGINE mo 
ange as it suffers 


Use this Stratagem in your Command phase. 
EATERS MACHINE SPIRIT or WORLD EATERS DAEM? 
from your army that has characteristics that ch hat 
damage, Until the start of your next Command phase, for the 
model is considered to have its full wounds remaining, 
Purposes of determining what teristics on its pro Me 
use, If that model has the TITANIC keyword, this Stratagem 

2CP; otherwise, it costs 1CP. 


M UN 


APOPLECTIC FRENZY 


Disci 
isciples of the Red Angel - Strategic Ploy Stratagem 
Those who 


1CP 


fight in the shadow of the Red Angel are driven to 


even greater depths of ra, i 
s €, $ 
Barve th f rage, surging towards the foe in a barely 


Use this Stratagem in your Movement phase, when a Worto 
EATERS unit from your army is selected to Advance. Do not 
make an Advance roll, Instead, until the end of the phase, add 6" 
to the Move characteristic of models in that unit + 


VIOLENT DISMEMBERMENT 
Disciples of the Red Angel ~ Strategic Ploy Stratagem 


1CP 


The World Eaters do not kill with elegance, but as savage butchers, 
hacking apart their prey and letting their lifeblood pump onto the 
battlefield. Those who witness these massacres frequently attempt 
to flee to avoid being the next victims. 


s31nu d39403-3111V8 


Use this Stratagem in the Fight phase, when a WORLD EATERS 
unit from your army destroys an enemy unit. Until the end of 
the turn, that unit gains the following ability: 


Violent Dismemberment (Aura): While an enemy unit is 
within 6" of this is unit: 


e Subtract 2 from the Leadership characteristic of models in 
that unit. 
e Subtract 1 from Combat Attrition tests taken for that unit. 


TERRIFYING ASSAULT 1cP. 


Disciples of the Red Angel - Strategic Ploy Stratagem 


‘The Disciples of the Red Angel are terrifying to behold. Many foes 
who would normally fight boldly freeze in terror at the sight of 
such daemonic horrors bearing down upon them. 


Use this Stratagem in your Charge phase, when you select any 
enemy units as the target ofa charge made by a WORLD EATERS 
unit from your army. Select one of those enemy units: 

That enemy unit cannot fire Overwatch or Set to Defend 
. 

against that charge. a 

sequent Fight phase, ^ 

A pue we a melee attack, subtract 1 from that attack’s 


hit roll. 


BLOODTHIRSTY DETERMINATION Imi 
Stratagem 


Disciples of the Red Angel - Strategic Ploy 


loody rampages let nothing 
iho follow Angron on his bi 
ben ^ "e of getting to grips with the foe. 


Charge phase, when you select a 
ber ieri ee charge. Until the endof — 
ma ignore any or all modifiers to charge rolls ~ 
unite — 


each time a model in that 


Angron (10+ wounds remaining) 


Angron (6-9 wounds remaining) 24 24 9 
Angron (1-5 wounds remaining} = 24 24 9 á 
3 8" f 
Angron is equipped with: Samni'arius a 5 è+ 24 
" 3 ul f 
d Spinegrinder. Your army ca CS] ? N/A 
WEAPON RANGE TYPE $ n only include one ANGRON 2 
i : model 
Samni'arius and Each time an attack is m 
Spinegrinder attack with. m 
Skull-taking slash Melee Melee 
*5 
Bloodletting sweep Melee 
Melee Each ti 
User  .3 1 Ime an attack is made with this 


E: Weapon profile, make 3 hit rolls inst 
"m alls instead 


The Blood Tithe (pg 45) 
Armour of Blood-spattered Brass: This model has a 4+ 


= Arena: In your Command phase, select invulnerable save 
idly WORLD EATERS CORE or WORLD EATERS ; 
*^CTER unit within 6" of this model. Until the start of 

ext Command phase, each time a model in that unit 


an attack, you can re-roll the hit roll. 


aah 


D 


r next 


Com x - A 
mand phase, select one of the following abilities. This model has that ability until the start of you 


'and phase: 
fortin Rage (Aura): While a friendly WORLD EATERS C 
i aracteristic of models in that unit. 
* Glorious Bloodletting (Aura): While another friendly WORLD E. 
y : that unit makes a melee attack, re-roll a hit roll of 1. 
ighteous Slaughter (Aura): While a unit is within 6" of this mod 


ORE unit is within 6" of this model, add 1 to the Attacks 
h time a mode 


ATERS unit is within 6" of this model, eac 


el, that unit cannot Fall Back 


to this 


WARLORD TRAIT 


If i 
your army is Battle-forged, this model must be your WAR 


effect, then one of those models must be your WARLORD. If this model is your WARLO 
The Red Angel (Aura): While an enemy unit with the Objective Secured ability is within 


that ability, — 
FACTION K c ASTARTES, BUTCHER ASTARTES, 
EYWORDS: CHAOS, KHORNE, HERETIC PO p ER, DAEMON: PRIM 


AEYWORDS; MONSTER, CHARACTER, FLY, SUPR = 
NGRON r 


your army has a rule 
arlord 


han one model in 


LORD. If more t 
RD, it has the following Wa 


itloses 


6" of this WARLORD, 


WORLD EATERS 
ARCH, WARP Locus, 


Angron is rage and wrath 
given immortal form. He 
is an unstoppable engine 
of destruction, possessing 
the strength to tear apart 
Imperial bastions with his 
bare hands and stop Tita 
in their tracks. Armed wi 
the sword Samni'arius anc 
the axe Spinegrinder, he 
is capable of carving his 
way through entire armies 
of foes in à whirlwind of 
apocalyptic bloodshed. 


ar cries boom from the 
x-grille of his helm. 


ecome infamous across” 
e Imperium, a terrifyin 


WAR LORD, until those attacks have been resolved, add D3 to this WARLORD's Attacks cha 


KHÁRN THE BETRAYER 7 POWER 


j 2 4 6 
1 Khâm the Betrayer 6 2+ 2+ 6 


Khám the Betrayer is equipped with: Khårn’s plasma pistol; Gorechild; frag grenades; krak grenades. Your army can only 
include one KHARN THE BETRAYER model. 


WEAPON RANGE TYPE S AP D ABILITIES 
Khárn's plasma pistol 12" Pistol 1 $ 8 -3 2 
Gorechild — L . Melee Melee User -4 SE 


The Blood Tithe (pg 45) The Betrayer: At the end of the Fight phase, if there are 


Sigil of Corruption: This model has a 4+ invulnerable save. 99 other friendly units within 3" of this model, roll one 


t 2 D6: on a 1, select one of those units. That unit suffers 2 
Legendary Killer (Aura): While a friendly WORLD EATERS 
AE 3 . A x mortal wounds. 
CoRE unit is within 6” of this model, each time a model in 
that unit makes an attack, re-roll a wound roll of 1. 
WARLORD TRAIT 


If this model is your WARLORD, it has the following Warlord Trait: 


Arch-slaughterer: Each time this WARLORD is selected to fight, if there are six or more enemy models within 3” of this 


FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, BUTCHER ASTARTES, WORLD EATERS 
‘EYWORDS: INFANTRY, CHARACTER, KHARN THE BETRAYER 


LORD INVOCATUS 


No. Name 8 POWER 
M WS BS 
Lord Invocatus 1$ A Sv 


- 24 
Mons 6 6 8 " EE 


Lord Invocatus is equipped with: bolt pistol; Coward's Bane; Ju, VHS 
army can only include one LORD INVOCATUS model Pocta 


led horn; frag grenades; krak grenades. Your 


WEAPON RANGE TYPE 
S ^A 

Bolt pistol TETT : " ABILITIES 

Coward's Bane Melee — Melee User g a Cach tme an attacks made with 


this weapon, invulnerable saving throws 
cannot be made against that attack 
Joggera Bed horn Melee Melee User " 4 Each time the bearer fights, it makes 3 
additional attacks with this weapon 


The Blood Tithe, Warp Strike (pg 44-45) Leading the Charge (Aura): While a friendly WorLo 


Sigil of Corruption: This model has a 4+ invulnerable save, EATERS CORE unit is within 6" of this model, each time that 
unit is selected to make a Normal Move or Advance, until 
the end of the phase, add 2" to the Move characteristic of Á ma: wil 
models in that unit. devastating counte; 

attacks and hit-and-run 

strategies, Lord Invocatus 

seeks to shi re blood 

? d ^ and take more skulls for 

Road of Eight Bloody Steps: At the start of the first battle round, before the first turn begins, you can select up to Khorne by moving from 

two friendly WORLD EATERS CORE units within 9" of this WARLORD. This unit and the selected units can each make a one war zone to another at 

great speed, leading his 
hosts as they smash into 

FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, BUTCHER ASTARTES, WORLD EATERS enemy battle lines while 


KEYWORDS: CAVALRY, CHARACTER, DAEMON, FLY, LORD INVOCATUS mounted upon his mighty 
Juggernaut, Khal'guruth. 


WARLORD TRAIT 


Ifthis model is your WARLORD, it has the following Warlord Trait: 


Normal Move. 


WORLD EATERS DAEMON 


1 World E non Prince 8" 2+ 2+ 


A World Eaters 


WEAPO! 

Infernal car 24° Heavy 3 

Daemoni Melee Melee 

Hellforgec Melee Melee +4 

Malefic ta Melee Melee 
| OTHER WAR ABILITIES " 
Wings g e bearer has a Move characteristic of 12" and the FLY keyword. 


the trail ofblooda | 


; 1 malefic talons. t 
ai World Eater must leave £ 


one of the following: 1 daemoni 


h 
* This model's hellforged sword can be replaced wit rl t a 
* This model can be equipped with 1 wings (Power Rating +2) behind hit ecom: 
——— "m Daemon Princesis so vast 
that it could submerge 


entire worlds. For their 


inst 
deeds, the Lord of Rage 


Daemonic: This model has a 4 invulnerable save aga! 


: t 7 

The Blood Tithe (pg 45) ranged attacks, and à 5+ invulnerable save agains! desee SDN SR 
Lord of the World Eaters (Aura): While a friendly WORLD rnelee attacks A hasten vamertallt 
leach SIDA While an enemy unit is within 6" of this and unholy might In 

battle, Daemon Princes 


Fearsome (Aura): 
|, subtract 1 


Eaters Core unit is within 6" of this mode a 
- hit roll of 1 dership characteristic of : 
etiach ol A from the Lea R their warbands in 


mode 
devastating assaults, 


model in that unit makes an 


models in that unit | ds 
ames BUT e throug 
ve, HERETIC AS res, WORLD EATERS striding unharme 
CHAOS, KHORNE HERETIC ASTARTES, BUTCHER ASTAR sing nhan 
FACTION KEYWORDS: CHAOS, KH 3 m 


MO 
KEYWORDS: CHARACTER, MONSTER, DAEMON, DAE 


WORLD EATERS LORD on Juccernaut Bi. 


No. Name CEA LL. OU 
0. 
10 2+ 2+ 6 6 8 E 
1 World Eaters Lord on Juggernaut — Co om 


plasma pistol; exalted chainblade; Juggernaut's bladed MAT 
frag 


AWorld Eaters Lord on Juggernaut is equipped with 


grenades; krak grenades. 


D ABILITIES 


RANGE TYPE AP 


Plasma pistol Before selecting targets, select one of the profiles below to ks with, 
Standard 12 Pistol 1 ? 3 1 
If any unmodified hit rolls of 1 is 
for attacks with this Ae 
> : 3 (^ d 
Supercharge 12 Pistol 1 8 bearer is destroyed after shooting y 
this weapon T 
Exalted chainblade Melee Melee User 2 2 
Each time t| 
Juggernaut's bladed horn ab ue User 2 1o additional 2 
P The Blood Tithe (pg 45) Leading the Charge (Aura): Whil ndlu Worto 
Lords of the World Eaters EATERS CORE unit is within 6” of this mode 


have spent countless Sigil of Corruption: This model has a 4+ invulnerable save. 


mortal lif es leadii 
their warri Some 
have achieved such feats 


of greatness that their — 
bloody patron has seen FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, BUTCHER ASTARTES, WORLD EATERS 


fit to reward them with a KEYWORDS: CAVALRY, CHARACTER, DAEMON, WORLD EATERS LORD 
Juggernaut. These savage —— 
daemonic steeds crush all 
in their path when they 
stampede forward 


unitis selected to make a Normal Mo 
the end of the phase, add 2" to 
models in that unit 


WORLD EATERS 


Name z IEE Í 


1 World Eaters Master of Executions 6" 2 
+ 


taget 
p 


è 4 i 1 E " s ice enc 
The Blood Tithe (pg 45) 


5 (fom 
Trophy-taker: Each time this model Warp-sighted Butcher: This model is eligible '? es 
against an enemy CHARACTER u makes a melee attack a Heroic Intervention if it is within 6" horizontally 3^ lly 
wound roll, nit, you can re-roll the vertically of any enemy units, instead of 3° art 
3 " rol 
and 5" vertically. Each time this model makes ? HE 
Intervention move, so long as it ends that move ^^. vy 
closer to the closest enemy model or within E18°8 g. 
an move UI 


apply: 


sters of Executions are 
out the greatest enemy AIAN KEYWORDS Chaos, KHORNE Hle other rules for Heroic Interventions st “A 
champions to claim >: INFANTRY, CHARACTER, Masten oF Barents BUTCHER AsTaRTes, WORLD EAT 
———— ONS 


their skulls for Khorne 


bellowing a fatal decree 


KHORNE BERZERKERS 


2 4 8 3+ 


9 3+ 
ped with: bolt pistol; Berzerker 


Khorne Berzerker Champion e E 


i 


ns 6 or more models, it has Power Rating 12. Every model is equi 
grenades; krak grenades, "p 


POSERTE S AP D ABILITIES 
1 Pistol 1 4 
Berzerker chainblade Melee Melee 


Melee Melee 43 4 


OTHER WARGEAR ABILITIES - 


He bearer's unit gains the ICON keyword. Each time this unit makes a Blood Surge move 
see below), before making that move, if this unit is performing an action, that action is 
completed instead of failing. 


Berzerker Champion's bolt pistol can be replaced with 1 plasma pistol. 
models in this unit, one Khorne Berzerker's bolt pistol can be replaced with 1 plasma pistol. 
models in this unit, one Khorne Berzerker's Berzerker chainblade can be replaced with 1 


scerator 


in be equipped with 1 Berzerker icon. 


acks target this unit, after that enemy unit's 
ose attacks, this unit can make a Blood 
ch model in this unit can be moved 


o the closest enemy unit. This unit 
cannot 


nemy unitis selected to shoot, if any of those att 

d, if any models from this unit were destroyed by th 
ny actions this unit is performing fail, then roll one D6. Ea 
he result, but must finish this move as close as possible t 


in Engagement Range of any enemy units other than the closest enemy unit Aunit 
rked from a destroyed TRANSPORT model or if itis already within 


e been re 
e. If it doe 
in inche 


thi 


n the same turn it disemba! 


ge enemy units. 
, TARTES, W 


Ka cTION KEYWORD: CHAOS, KHORNE, HERETIC ASTARTE 
EYWORDS: INFANTRY, CORE, KHORNE BERZERKERS 


Berzerkers of Khorne relish 
their role as the Blood 
God's sacred destroyers, 
and are fanatical in the 
extreme. The warp- 
fuelled anger of these 
psychopathic warriors 
drives them into an 
endless frenzy of action. 
Those who face them in 
battle disappear under a 
rain of heavy blows, each 
potent enough to shear 
limbs, lop off heads and 
shatter shields. 


e Jakhals are amongst 

e strongest, most savage 
id most bloodthirsty of 

| the mortal followers of 
e World Eaters, and seek 
> emulate their gore- 
razed masters in 

ay they can. When sent 
to battle, they enter the 
ay with wild abandon, 
acking and slashing with 
heir chain we s in the 
ope of earning the favour 
of their lords 


This unit can only co 
it has Power Rating B. Every J 


Dishonoured model is equipp 
m TYPE ILITIES 


Jakhal 
i Jakhal Pack Leader 


1 Dishonoured 


Autopistol 
Jakhal chainblades Melee 
Mauler chainblade Melee 
Skullsmasher . Melee 


Jakhal icon 


odel for ever 


jréd m 
ntain 1 Dishonoure hal Pack Leader model is equipped with: autopistol; Jakhal chainblades, c ry 


akhal and Jaki 
ed with: Jakhal chainblades 


6 At 2 


Pistol 1 

Melee User 4 

Melee +2 -2 2 
Melee User -2 


Combat Attrition test. 


jenj 9 Bihar models it contains. Ifthis un unit contains " or more 


Each time a 
weapon, subtr 
hit roll 

Each time an attack is made with this 
weapon, make 2 hit rolls instead of 1 


OTHER WARGEAR ABILITIES 


The bearer's unit gains the ICON keyword. Each time a Combat Att 
bearer's unit, if that unit includes any models equipped with a Jakt 


WARGEAR OPTIONS 


* For every 10 models in this unit, one Jakhal's Jakhal chainblades can be replaced wit 


* Any number of Dishonoured can each be equipped with 1 skullsmasher. 


* For every 10 models in this unit, one Jakhal can be equipped with 1 Jakhal icc 


ABILITIES 
The Blood Tithe (pg 45) 


Jakhal Stimms: Once per battle, when this 


* This unit suffers D3 mortal wounds. 


* Until t 
ntil the end of the phase, add 1 to the Strength characteristic of models in th 


unitis selected to fight, you can dec! 


“FACTION KEYWORDS: C 
KEYWORDS: INFANTRY, 


HAOS, KHORNE, WORLD EATERS 
CuLtists, JAKHALS 


Models 


Sar ws 


er 


WORLD EATERS TERMINATOR SQUAD 9 
POWER 


1 


Rapid Fire 2 


EE. Melee MERE at 3 Each time the bearer fights, it makes 1 
additional attack with this Weapon 


models in this unit 
Eaters Terminator's combi-bolter can be replaced with one of the following: 1 reaper autocannon; 1 heavy 


el's combi-bolter can be replaced with 1 combi-plasma. 

s can each have their combi-bolter replaced with 1 combi-flamer. 

can each have their combi-bolter replaced with 1 combi-melta. 

bolter can be replaced with 1 accursed weapon. Neither of this model's accursed weapons can 


power fist or 1 chainfist (see below). ‘ ^ 


e models can each have their accursed weapon replaced with 1 power fist. y f 
del's accursed weapon can be replaced with 1 chainfist. Clad in h 
Terminator | a 
| — —AXA————X—— 7-70 => 
É = brutes is akin to a walking 
tank. Spikes and horns 


Tithe, Warp Strike (pg 44-45) give them a monstrous 
or Armour: Models in this unit have a 5+ invulnerable save. “aes appearance, and their 
us MUR Instead of following the normal rules for Rapid Fire weapons, modeles ke double the number of powerful array of orci, i 
: lasma or combi-melta always make firepower and brutal melee 
ter or the boltgun profile of a combi- flamer, combi-p! weapons can tear through 
nstead of only when the target is within half range. ETT ASTARTES, WORLD EATERS berg sii war 
C ASTART 


FACTION KEYWORDS: CHAOS, KHORNE, HERETI 
KEYWORDS: INFANTRY, CORE, TERMINATOR, TERMINA 


TOR SQUAD ——— —— — 


EIGHTBOUND 6 rower 


ld Sv 


No. Name M WS BS 


2-5  Eightbound 
1  Eightbound Champion 1 
Ifthis unit contains 4 or more models, it has Power rer Rating 12. Every Eightbound m model is duppe with: 2 Eightbound 


eviscerators. The Eightbound Champion model is equipped with: lacerators. 


of WEAPON RANGE TYPE S AP D ABILITIES 


ae BED =- 
CDTTTYTE 
Eightbound eviscerator Melee Melee [ED 2 rona ictack with 


arer f 


ght ake: 


is weapor 
I F Each time an attack is made with this 
Heavy chainglaive Melee Melee 4 3 weapon, make 2 hit rolls instead of 1 


Lacerators Melee Melee 


WARGEAR OPTIONS 


* The Eightbound Champion's lacerators can be replaced with 1 heavy chainglai 


from the World Eaters they 
once were, Eightbound The Blood Tithe (pg 45) Bloodscent: If this unit is in 
are Heretic Astartes whose Daemonkin: Models in this unit have a 5+ be set up as if the battle ro 
form is possessed byveight 
3 invulnerable save. 

daemons of Khorne. As a means this unit can be set 
result they have incredible Fearsome (Aura): While an enemy unitis within 6" of FEES round) 
strength and savagery this unit, subtract 1 from the Leadership characteristic of i 

far in excess of others in models in that unit. 

their warband. Carrying - - 

all manner of enormous FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, BUTCHER ASTARTES, WORLD EATERS 

chain weapons, they can KEYWORDS: INFANTRY, CORE, DAEMON, EIGHTBOUND 

rip apart any who stand 1 

against them 


currently is, regardless oí 


EXAL TED EIGHTBOUND 


ed Eightbound 2+ 3+ 6 " 8 


equipped with: Eightbound eviscerator; Eightbound chainfist. 


very modi 


WEAPON RANGE TYPE S AP D ABILITIES 


Each time the bearer fights, it makes 1 
additional attack with this weapon. 


Eightbound eviscerator Melee Melee User -3 


Each time an attack is made with this 
nR weapon, make 2 hit rolls instead of1. 


WARGEAR OPTIONS 


P E e (each * The Exalted Eightbound Champion's Eightbound eviscerator can be replaced with 1 Eightbound chainfist. 
ji * The Exalted Eightbound Champion's Eightbound eviscerator and Eightbound chainfist can be replaced with 1 


a level of apotheosis, the PAHENEE iA 
ul.of the Wgrld Eater y g 


Heavy chainglaive Melee Melee 4 3 


they once weTe having " 
become one withthe 
eight daemons sharing 
á n 
their physical form. This he Blood Tithe, Warp Strike (pg 44-45) Blood Fury (Aura): While an enemy unit (excluding 
makes them more Exalted Daemonkin: Models in this unit have a 4+ VEHICLE units) is within 6" of this unit, each tires ee 


only 
d erous. With no invulnerable save is selected to Fall Back or perform an actio! 


on a 4+, that unit cannot Fall Back this turn, 
automatically fails. 


n, roll one D6: 
or that action 


internal competition for 
onto over their badi Fearsome (Aura); While an enemy unit is within 6" of 


the Exalted Eightbound this unit, subtract 1 from the Leadership characteristic of 
kind models in that unit. 


possess a pure 


f rage that is directed FACTION KEYWORDS: CHAOS, Kn 
entirely at their foes i ORNE, HERETIC ASTARTES, BUTCHER AS WORLD EATERS 
: BEER | KEYWORDS: INFANTRY, DAEMON, EIGHTBOUND, EXALTED Annne PU - 


ABILITIES 


odia attack is made with this 
, that att, 
idet ack automatically hits 


12" Heavy D6 5 4 t 


ovd dn an unmodified hit roll of 
m Or an attack with this weapon, 

e bearer suffers 1 mortal wound after 
shooting with this weapon 


a cannon 


36" Heavy D3 8 3 5 


auncher 
Before selecting targets, select one oft the profiles bel 
ssile 48 H elow to make attacks with. 
eayD6 — 4 0 1 Bhs 
sile 48' Heavy1 a 
24" Heavj2 3 Each time an attack made with this weapon 
-4 D6 DM unit within half range, that attack 
3 as a Damage characteristic of D6+2 
ocannon 36' — Heavy 4 m 
bolter 36" Heavy 6 
nnon 48" Heavy 2 
Each time the bearer fights, if itis equipped 
felee Melee x2 3 3 with 2 Helbrute fists, it makes 1 additional 
attack with 1 ‘of those weapons. 
e namme iee Melee x2 
3 J Each time the bearer fights, it makes 3 
ure ee Melee +1 2 2 additional attacks with this weapon, 


EU 
. Es ^ j> lta; 1 
PREM er can be replaced with one of the following: 1 Helbrute plasma cannoni 1multi-melta 
ina ascannon; 1 Helbrute fist 
2 > ist; hammer; 1 
ile her can be replaced with one of the following: 1 Helbrute fist; 1 Helbrute 
WE ourg " Helbrutes are walking 
E lowing: 1 heavy flames engines of destruction 
each Helbr C ed with one of the fo! s ^ 
model is equipped with, it can be equipa E their psychotic occupants 
-— kept alive in a state of 


is model is destroyed, roll one D6 


" lodes; When thi i Wm 
ene be re removing it from play: OnaGit explodes, 
* pefo! j 
ras ubt em e Damage hs pee unit within 3" suffers 1 mortal wour E 
| itací 
subtract 1 from the Damage characteristic of het bie ences en : T 
: ) woul 
a minimum of 1) or fewer wounds remaining re- wla em 
s, EATERS 
ARTES BUTCHER fen WORLD 


Fat - = 
SUN KEYWORDS: CHAOS, KHORNE, HERETIC AST 
ORDS: VEHICLE, CORE, HELBRUTE 


agony and insanity These 


inferna 3l sarcophagi are 
fitted with a variety of 


powerful armaments 


to blast enemy armour 


open from afar and cruel 
appenda es with which 
ack and crush with 


to ha 
ath at 


enormous stre 


close quarters 


s 


4 203 


Chaos Spawn s, it has Power Rating 3. If this unit 


ig unit contains 3 model 
as Power Rating 5. Every model is equippeg 


as Power Rating 2. If th 


odels, it h 
d it contains 


Is, ith 
as Power Rating 4. If this uni 5 models, i 


If this unit contains 2 
contains 4 models, ith 


with; hideous mutations. 


Melee Melee 


Hideous mutations 


The Blood Tithe [pg 45] 
i REDI 1 am ha Leaddrehito characteristic of mods 
Fearsome (Aura): While an enemy unit is within 6” of this unit, subtract 1 he Lea » 


in that unit 
ason: This unit cannot perform actions The first time this unit is 


Mutated Beyond Re 
4 of the phase, this unit gains the 


phase, roll one D3: until the enc 


relevant mutation fror 


Becoming a Chaos Spawn 03 Mutation 


is the dark fate of many Razor Claws: Change the Armoul 
upon the Path to Glory equipped with to -4 

pns of e ete x 2 Grasping Pseudopods: Change the Attacks characteristic of models i 
they are mutated mounds 3 Toxic Haemorrhage: Each time a model in this unit makes an attac! 
of muscle, writhing 
pseudopods, slathering 
maws, churning flesh and inthis unit lost any wounds as 
far more. Chaos Spawn los wounds 

are herded towards their = 
terrified foes, advancing in FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, WORLD EATERS 
loping runs, seeking only KEYWORDS: BEAST, CHAOS SPAWN 


to tear, crush and consume 


s mutations 


r Penetration characteristic of hideou 


n this unit to 303. 


k, you can re-roll the wound ro 


Hideous Regeneration: Each time an enemy unit shoots or fights, after it has finished 


aresult of those attacks but was not destroyed, that mot 


CHAOS LAND RAIDER 14 ewe 


Some of this model's characteristics change as it suffers damage, as shown b: 


Chaos Land Raider [9+ wounds remaining) ^ 10" 6+ 3+ 
Chaos Land Raider (5-8 wounds remaining) 5" 6+ 4+ 06 


Chaos Land Raider (1-4 wounds remaining) 3s 6+ 5+ 1 


AES ES 
^ Chaos Land Raider is equipped with: twin heavy bolter; 2 twin soulshatter lasc 


WEAPO RANGE TYPE =z: 

S AP i : E 
win heavy bolter 36' Heavy6 RCM 5 
Twin soulsh 0 


Desa 
WARGEAR OPTIONS 


* This model 


" 


| can be equipped with one of 
the following: 1 combi-bi a 
model can be equipped with 1 havoc launcher. X — "ni “Sa 


World Eatersiband Raiders The Blood Tithe (pg 45) 


are massive Armoured Ex 
d plodes: When th i 
transports bristlingwith en NS TRANSPORT adel deai 


pei pe NN removing it from play. On a 6 it explodes, 
seething with a killer TRANSPORT 
irit, Strung with trophies 


taken from those slain This model has a trans, 
ase sla port capacity of 10 
by the savage warriors takes up the space of 2 models y WORLD EATERS INFANTRY models, Each TERMINATOR and EIGHTBOUND model 


the tanks carry to the 
front line, Land Raiders 


dei yed, roll one 06 before any embarked models disembark and belo” 
each unit within 6" suffers D6 mortal wounds, 


FACTION KEYWORDS: CHAOS, 
: CHAOS, KHORNE, H 
are the gore-encrusted KEYWORDS: VEHICLE, TR. ı HERETIC ASTARTES, BUT! ATERS 
spear-tip of many World - CLE, TRANSPORT, MACHINE SPIRIT SRE ANTES Wan 


Eaters assaults 


1-3 wounds remaining) 


eris equipped with: Defiler cannon; reaper autocannon win hi 
s s i twin heavy flamer; De 
2 y t; Defile 


TYPE 
S ^ 3 
Havoc launcher 48" Heavy 06 5 fi T "a 
ect 36' — Heavy 4 pm 
Twin heavy bolter 36" Heavy6 5 eC CEE 
me 12 Heavy 206 5 1 " Each time an attack is made with this 


weapon, that attack automatically hits 
the target. 


48"  Heavy2 - 
Melee x2 3 D6 


Melee 


the bearer fights, it makes 3 
nal attacks with this weapon. 


per ows 
| WARGEAR OPTIONS 
s twin heavy flamer can be replaced with one of the following: 1 havoc launcher; 1 Defiler scourge. 


s reaper autocannon can be replaced with one of the following: 1 twin heavy bolter; 1 twin lascannon. 
el can be equipped with one of the following: 1 combi-bolter; 1 combi-flamer; 1 combi-melta. 


Melee Melee 


ourge 


— coo FS 


4 Tithe, Daemon Engine (pg 44-45) 
Explodes: When this model is destroyed, roll one D6 before removingit from play. On a 6 it explodes, and each unit 


within 6° suffers D3 mortal wounds. 


FACTION KEYWORDS. CHAOS, KHORNE, HERETIC ASTARTES, WORLD EATERS 
KEYWORDS: VEHICLE, DAEMON, DAEMON ENGINE, SMOKESCREEN, DEFILER ES 


Defilers are Daemon 
Engines possessed by 
abominable entities. 
Towering creations 

that stomp across the 
battlefield on piston- 
driven legs, their clanking 
claws are easily capable 
of cutting a Space Marine 
in half. Foes are not safe 
at a distance either, as 
Defilers" monstrous heavy 
weapons are just as deadly 
at long range 


Many Predator Destructors 
of the World Eaters are 
ancient warengines whose 
rapid-firing guns have 
unleashed destruction 
on battlefields dating 
back to the Horus Heresy 
Their crews are often as 
eager to reach the fray as 
their brethren, however, 
hing apart squads of 
infantry and light vehicles 
as they storm into battle 


The traitorous crews of 
each Predator Annihilator 
liken their tank's machine 
spirit to the animus of 

a stalking hunter. These 
tank-killing war machines 
unleash searing beams 
of energy from their 
lascannons and thunder 
into front-line brawls 

to crack open bunkers 
housing the craven foe 


Chaos Predator Destructor T 6 
- (6+ wounds remaining) 
Chaos Predator Destructor 6 6 n 6 3 NA n ; 
(3-5 wounds remaining) 
3 6 5+ 6 8 N/A 1 


Chaos Predator Destruc tor 
[1-2 wounds remaining) 


AChac a n. 
A Chaos Predator Destructor Is equipped with: Predator autocanno! 


WEAPON RANGE TYPE 

Heavy bolter 36 Heavy 3 

| Lascannon AB' — Heavy 4 9 i 
A8 Heavy 203 ? 1 J 


Predator autocannon 


WARGEAR OPTIONS 


n be equipped with one of the following: 2 he 
allowing: 1 combi-bolter; 1 combi 


avy bolters; 2 lascannon 


* This model ca 3 


* This model can be equip| 
e This model can be equipped with 1 havoc launcher. 


a À7 7-700 


The Blood Tithe (pg 45) 
Explodes: When this model is destroyed, roll one D6 before removin; 
within 6" suffers D3 mortal wounds. 


“FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, BUTCHER ASTARTES, WORLD EATERS 
KEYWORDS: VEHICLE, SMOKESCREEN, CHAOS PREDATOR DESTRUCTOR 


ped with one of the fi 


g it from play. On a 6 it ex 


CHAOS PREDATOR ANNIHILATOR 


Some of this model's characteristics change as it suffers damage, as shown below 


M WS BS 


No. Name 


Chaos Predator Annihilator 


(6+ wounds remaining) i2 6+ 3+ 


Chaos Predator Annihilator 


wounds remaining) E Ge & 


s Predator Annihilator 


s remaining) C 5+ E 


A Chaos Pred i ith: twi 
^ Chaos Predator Annihilator is equipped with; twin soulshatter lascannon. 


WEAPON RANGE TYPE S AP 
Heavy bolter 36" Heavy 3 5 a 
Lascannon j 
Twin soulshatter lascannon 48" Heavy 2 9 3 
WARGEAR OPTIONS ' | 
t les maig can u equipped with one of the following: 2 heavy bolters; 2 lascai 
us model can be equipped with one of the following: : p 
* This model can be equipped with 1 havoc E jum: C dbi 


The Blood Tithe (pg 45] 


Explodes: When this modi 
el is destroyed, r 
ithin 6" suffers D3 mortal wound yed, roll one D6 before removing it from play. On a 6 it explodes, and each unit 


FACTION KEYWORDS. C 
: CHAOS, KHOR! 
KEYWORDS: NE, HERET 
KEYWORDS; VEHICLE, SMOKESCREEN, CHAOS PA TANTES BUTCHER ASTARTES, WORLD EATERS 
PR IHILATOR 


wounds remaining) 


iend (4-6 wounds remaining) 


end (1-3 wounds remaining) x E 
: ng 4 NT 
| equipped with: 2 F 1 i : * 
| gefiend is equipped with: e heavy hades autocan . E 
nons; Forgefieng SL 
geflend jaws, 


RANGE TYPE 


anno 36 Heavy D3 


Heavy hades autocannon 48" Heavy 4 8 


aws Melee — Melee 


savy hades autocannons 
can be replaced with 2 ectopi 
? ectoplasma car 
à cannons, 


d jaws can be replaced with 1 ectoplas, 
placed with 1 ectoplasma car 
: annon. 


Tithe, Daemon Engine [pg 44-45) E €Ó—ÁÀ 
Forgefiends are fused 


The Blood 
xplodes: When this model is destro i 
estroyed, roll one D6 before removing it from play, 0 cannons that fe foe 
play. On a 6 it explodes, and each unit preme that fire fist-sized 
— Phosphor shells, or else 
KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, Wo EATERS — ordnance peened 
S; VEHICLE, DAEMON, DAEMON ENGINE, FORG i as vomit ectplsms vom 
à i EFIEND ao ectoplasma from 
beasts’ own innards. 
With such weaponry they 
mow down masses of 
enemy troops and blast 
glowing craters into the 
toughest opposition 


tal wounds 


? POWER 


M JLERFIEND 


model's characteristics change as it suffers damage, as shown below: 


E e M WS BS S T 
ilerfiend (7+wounds remaining) 10 3+ 3+ ? ? 
ulerfiend (4-6 wounds remaining) 8" 4+ 4+ ? ? 
aulerfiend (1-3 wounds remaining) ? ? 


end is equipped with: lasher tendril 


Assault 1 


Lasher tendrils welee Melee User 
Maulerfiend fists eles”) Melee í 
WARGEAR OPTIONS <= 


"T 


his model's lasher tend be replaced with 2 magma cutters 
Maulerfiendsistalk the 
battlefield like immense 
hunting-beasts With the 
pd eseh uni enemy in sight, these 
huge Daemon Engines 
thunder forward, even 
onsive walls in 


The Blood T; 
od Tithe, Daemon Engine (pg 44-45) 6 it explodes, a 
y ünab! P, 


Explo 
Plodes: When this model is destroyed, roll one Db before ' 


emovingit from pla 


ers to that charge roll 


Within g” 
: ^ 6' suffers D3 mortal wounds. modi 
T re any ora caling de 
Re Crawler: Each time a charge roll is made for this unit, you can igno! ny OF SS scali « defene walls 
ARTES, WORLD EATERS their prey. Once amongst 
E R the foe, they slaughter 


thing in reach with their 
ons, crushing jaws 


TENAS COREE TE Ee 
KEYWORDS: ic AST 
K RDS: CHAOS, KHORNE, HERET 

SWORDS: VeHicLe, DAEMON, DAEMON Maine, MAULERFIEND —.— i 
zm huge tal 
Lem der tendrils 


World Eaters Rhinos 

are well-adapted for 
battlefield transportation 
Though cormpted'by the 
warp and encrusted with 
heretical icons and dried 
blood, they remain as 
tugged and reliable as 
ever, safely carrying their 
passengers over fireswept 
terrain. Many of these 
vehicles are festooned with 
blades, and have machine 


spirits just as bloodthirsty 


as their occupants. 


CHAOS RHINO 


i i age, as shown below: 
Some of this model's characteristics change as it suffers damage, 


No. Name 


j (64. wounds remaining) 
Rhino (3-5 wounds remaining) 


Chaos Rhino (1-2 wounds remaining) 


A Chaos Rhino is equipped with: combi bolter. 


WEAPON RANGE TYPE 


bolte 2f — Rapidfie2 — 


= L ABILITIES 


WARGEAR OPTIONS 


* This model can be equipped with one of the following; 1 combi-bolter; 1 combi-flamer; 1 
* This model can be equipped with 1 havoc launcher. 


The Blood Tithe (pg 45) 


Explodes: When this TRANSPORT model is destroyed, roll one D6 before any embark 
removing it from play. On a 6 it explodes, and each unit within 6" suffers D3 m 


TRANSPORT 


»odel has a transport capacity of 10 WORLD EATERS INFANTRY models. It canno 
EiIGHTBOUND models. 


FACTION KEYWORDS: CHAOS, KHORNE, HERETIC ASTARTES, BUTCHER ASTART 


WORDS: VEHICLE, TRANSPORT, SMOKESCREEN, CHAOS RHINO 


HELDRAKE 


is model's characteristics change as it suffers dam 
age, as sh 
own below: 


ueldrake (7+ wounds remaining) 20.60" 
^ 34 
Heldre 4-6 wound: 
eldrake ( wounds remaining) 20-45" 4, n 12 5 8 
Ut * > 9 3 
Heldrake (1:3 wounds remaining) 200 & ș 5 DoW Pod) s i 
54 7 " E 3 
-drake is equipped with: hades a s 

ueldrake is equipp utocannon; Heldrake claws. 8 3 


RANGE 


TYPE 


ABILITIES 


; Each time an attack is made with 
Weapon, th 


18 Assault 203 6 2 


this 
at attack automatically hits 


E ve — the target 
Hades autocannon 36 Heay4 —— 8 3 L 
SR E 3 
Each time an 
d ttack made v 
Melee M a e with this 
elee User -2 2 Weapon is allocated to an AIRCRAFT 


model, that attack has a Damage 
characteristic of 4. 


WARGEAR OPTIONS 


el's hades autocannon can be replaced with 1 baleflamer. 


Tithe, Daemon Engine (pg 44-45) Supersonic: Each time this model makes a Normal Move, 
Advances or Falls Back, first pivot it on the spot up to 90° 
(this does not contribute to how far the model moves], 
then move the model straight forwards. It cannot pivot 
again after the initial pivot. 


E Nhen this model is destroyed, roll one D6 
ing it from play. On a 6 it explodes, and each 
5" suffers D3 mortal wounds. 


Ai redator: Each time you declare a charge with 

thi you can only select AIRCRAFT units as the Hard to Hit: Each time a ranged attack is pada against 

targ that charge. This model can only be chosen this model, subtract 1 from that attack's hit roll. 

as of a charge if the unit making the charge Hover Jet: In your Command phase, this model can hover 
il the start of your next Command 


If it does so, then unt 
phase, its Move characteristic be 
the Airborne Predator, Hard to Hit 
ch time this model makes an 

t can FLY, add 1 to that attacks 


u can only fight with this model if it is within 
vent Range of any enemy units that can FLY, and 
can only make melee attacks against units 
FLY. Enemy units c niy make melee attacks 
against this model if they c 


comes 20" and it loses 
and Supersonic abilities. 


Hunter in the Skies: Ea 
attack against a unit that 


hit roll. — 


FACTION KEIWOR 7 WORLD EATERS 
DS: C! KHORNE, HERETIC ASTARTES, 
KEYWORDS: VEHICLE, AIRCRAFT, DAEMON, DAEMON ENGINE, FLY, HELDRAKE - 


Like vast, draconic 
predators of myth. 
Heldrakes sweep suddenly 
out of the sky. These 
airborne Daemon Engines 
excel at intercepting the 
enemy's aerial assets, 
tearing them from the air 
and incinerating their crew. 
Once their dominance 

of the sky is complete, 
they turn their claws and 
weapons against prey on 
the ground 


Lords of Skulls are insane, 
monolithic creations 
fuelled by boiling 

blood and dedicated to 
slaughtering in the name 
of Khorne. They plough 
through the enemy's ranks, 
crushing infantry beneath 
their tracks, hacking tanks 
into kindling with sweeps 
of their cleayer and 
hurling brazen projectiles 
or burning ichor at 

the survivors. 


KHORNE LORD OF SKULLS 29 rower 


Some of this model's characteristics chan e as it suffers damage, 
I cteris ge as 
E d 


10 )4 )4 8 8 30 5 8 2 
Khorne Lord of Skulls 
1 (16+ wounds remaining] ; p ; r | 
Khorne Lord of Skulls j 8 
s remainin ; j i 
(8-15 wounds rt g : 1 a Í 
Khorne Lord of Skulls 6 5 


remaining) F er a i oa 
(1-2 wounds : non; hades gatling cannon; great cleaver of Khorne. 


i 3 T 
A Khorne Lord of Skulls is equipped with: gorestorm ca! 


BILITIES 
WEAPON RANGE TYPE S AP a k 
T D3+ a 
Daemongore cannon 18" Heavy D6 10 ; — 
Gorestormcannon — 24 Heag303 9  - 
EF 3 2 
Hades gatling cannon 9f Heavy 12 8 


DE ene. Blast 


= 10 3 3 Blast 
— Z attack is made with this weapon, select one of the profiles below to make that 
Great cleaver of Khorne 
x2 -4 6 
p Each time an attack is made with this 
Slash User -3 2 weapon profile, make 3 hit rolls instead 
- Slasi 


of 1. 


WARGEAR OPTIONS 


* This model's gorestorm cannon can be replaced with one of the following: 1 daemongore 
* This model's hades gatling cannon can be. replaced with 1 skullhurler. 


1 ichor cannon 


ABILITIES 


The Blood Tithe, Daemon Engine (pg 44-45) 


Explodes: When th 


s model is destroyed, roll one D6 before removing it from play each uni 
within 2D6" suffers 


6 mortal wounds. 


Titanic Daemon Engine: This model is eligible to declare a charge in a turn in which it 

makes a Normal Move, Advances or Falls Back, it can be moved across other models 

models) as if they were not there, and when it does so it can be moved within Engagem 
annot finish its move within Engagement Range of any of them. 

Unstoppable Wrath: This mode! 


time a rangi 


ne this mode 
STER and VEHI 


uch models, b 


| can make attacks with Blas 


€d attack is made by this model a; 
attack's hit roll 


1 weapons against units within E gagement Range of It 
gainst an enemy unit that is within Engagement Range of it, add 1 to th 


FACTION KEYWORDS; CHA 


05, KHORNE, HERETIC ASTARTES 
KEYWORDS: VEHICLE, TIT, ; WORLD EATERS 


ANIC, DAEMON, DAEMON ENGINE, WARP Locus, LORD or SKULLS ee 


ae Cz 
e of each unit from your 


(pts) valu 
s. If an entry has 


points the unit cost 
add points for eac 
argear not listed in 


You can use this section to determine the points 
many models the unit can contain) and how many 
costs x points for every model in that unit. You must 
unit if it is listed in that unit's entry (weapons and other w 


that unit). 
Helbrute (pg 59] 
1 model 


H 
e 0 Unit size 
105 pts 


Kharn the Betrayer [pg 52) Unit cost 
7 1 model * Combi-bolter +5 pts 


Unit size 
Unit cost ...... 140 pts * Heavy flamer +10 pts 
* Multi-melta 


Lord Invocatus [pg 53) * Twin heavu bolter +10 pts 
* Twinlascannon +20 pts 


+5 pts 


Unit size 1 model 
Unit cost ......... or 160 pts 
World Eaters Ter 
World Eaters Daemon Prince [pg 53) Unit size 5-10 models 
Unit size = civic Model Unit cost... 35 pts/model 
Unit cost 130 pts * Chainfist... à " +5 pts 
* Wings... si „+35pts © Combi-flamer......... +5 pts 
* Combi-melta. +5 pts 
+5 pts 


World Eaters Lord on Juggernaut (pg 54) * Combi-plasma. 
smen 1 model * Heavy flame! 


— EO RS * Power fist 
Reaper autocannon... 


Unit size MÀ 


Unit cost = 


World Eaters Master of Executions (pg 54) 


MERENEKTTTT Ñ FAST ATTACK 


Unit cost — OD US 
[Chaos Spawn (Pe 60) | 
> TROOPS ee un 1-5 models 
— 7 Unit cost. 5 pts/model 
Unit size 3 
= gra Ty 
rarer CMM 
* Skulismasher +5 pts E. 


Khorne Berzerkers (pg 55) 


Unitsize ... - cm 540 models 
linitcost............. 22 pts/mode * Havoc launcher 
m pts/model 
* Khomate eviscerator +5 pts 0$ Predator Ann r 
ps [DH edator hi 
vihilator (pg 62 
> Plasmapistol ............. *5pts — Unitsize... 1 model 
T lel 


de ELITES 


Eightbound [pg 58) 
Combi-melta. 
ically -= ^. 36 models * Havoclauncher 
c E AD pts/model 


3 models 
135 pts 


army. Each entry lists the unit’s size (i.e, how 
a unit cost of 'x pts/model, then the unit 
h weapon, or other item of wargear, that is included in that 
a units entry cost no additional points to include in 


Unit size 1 mode} 
Unit cost 165 pts 
* Combi-bolter. f +5 pts 
* Combi-flamer *10 pts 
s Combi-melta +10 pts 
* Defiler scourge +10 pts 
* Havoc launcher +5 pts 
* Twin heavy bolter +10 pts 
* Twin heavy flamer. +15 pts 
* Twin lascannon +20 pts 


Unit size 1 model 
Unit cost. {1 
* Ectoplasma cannon 


* Heavy hades autocannon 


Maulerfiend (pg 63] 

Unit size 1 model 
Unit cost t 
e Lasher 


3| FLYER 
Rm 


Unit si 
Unit cos 
* Addit 


* Comb: 


* Combi 


* Havoc la 


M LoRDs OF WAR 


Angron (pg 51) 


Unit size... 1 model 
Unit cost........... TOME 360 pts 

orne Lord of Skulls (pg 68) 
ELT. 


§75 pts 


